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Resource' 
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for the Amiga Programmer 

• Resource will enable you to explore the Amiga. 
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anrioying features. Examine your own compiled code. 
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furtherl 
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From The Managing Editor 



When Music and Sound 

Take Center Stage. 



This issue of AC features many of the 
different avenues available to the Amiga 
musician. .AJtliough we have loaded this 
issue witii Amiga music examples, we 
complete it knowing we have not been 
able to cover every possible combination. 
The Amiga's sound capabilities are a good 
reason this computer excels as a 
multimedia platform. 

Sound is literally the voice of the Amiga. 
Through software it is possible to craft a 
sound as completely as crafting a graphic 
image. By modifications of sound waves 
and selections of diverse digitized sources, 
Amiga artists can create the exact sound 
they want. The only drawback 
encountered w^ould be the same hazard 
experienced by the graphic artist — output. 

In order for an image to cany^ the maximum 
impact available, the graphic artist must 
bow to the best output device available. 
This is tme whether it be a screen display, 
a video recording, or a print- out. Witliout 
the proper output device, tlie anist's work 
remains trapped in the electronic circuitry 
of the artist's Amiga. 

Sound has similar restrictions. It is easy to 

hear tlie sound you are creating tlirough 
the speakers of your Amiga, yet attach the 
Amiga to a stereo system and the sound is 
so much richer in tone and quality. Amiga 
sound artists (musicians and others ) reson 
to better and better hardware systems in 
order to create tlie sound quality^ they need , 
This may be as simple as buying better 
speakers or a better stereo, to equipping 
your Amiga with tlie latest and biggest 
MIDI keyboard. 

Additional sound capabilities of the Amiga 
are available through soft^'are. Besides the 
multitude of good Amiga sound 
manipulation programs that are available, 
there are also libraries of sound samples. 
These digitized samples provide the sound 
industry' with the same advantage that clip 
art provides to the publishing industr\'^ — 
raw material. These small pieces permit the 
artist a librar^^ of options to create tlie exact 
feel and qualit>^ for the finished piece. 



Why is sound so important? I started by 
describing sound as the voice of the -Amiga. 
When we use this voice effectively, we lake 
advantage of some of the major 
opportunities the Amiga presents. 
Unfortunately, most commercial programs 
not intended for the music trade or the 
entertainment market completely neglect 
the opportunity^ that sound provides. 

Except for most entertainment software, 
sound is forgotten. Those special abilities 
that sound makes available to the Amiga 
game player should also entliuse the Amiga 
business user. "WhaL^," you ask, "Why 
would a business user want sound on his 
program? Doesn't the Amiga have enough 
problems establishing itself in the business 
market? Why should the Amiga be 
burdened witli the extra weight of a sound 

Sound is literally the voice of 
the Amiga. Tlorough software it 
is possible to craft a sound as 
completely as crafting a 
graphic image. 



librarv' that would neither speed tlie 
business process nor appear distinguished 
(IBM like)?" 

Although that is a valid point, I believe 
there are good uses for sound in all 

programs including business. I do not 
believe tlie business user needs to hear gun 
fire and a grunted "You got me!" w^hen a 
record in a database is deleted. Yet, the 
creative use of tones and audio cues to the 
user could produce more productive 
soft^^are. As in any carefully crafted game, 
the user should alw^ays ha\^e the option of 
selecting the sound to ''OFF." 

Imagine different tones for different 
w^arning messages. Imagine an audio 
w^aming cue wlien you have entered data 
for some time without sa\^ing. Think of a 
note which rises or drops in relation to the 
amount of movement made in scrolling 



through a document. These audio alerts 
would make it easier and quicker to move 
through your documents and activities 
witliout being totally reliant on the Amiga 
screen. 

Audio, long overlooked in other computer 

formats, cannot be overlooked in the 
Amiga. The Amiga has always shined 
because of its ability to handle both sound 
and graphics better than any other 
computer platform. Due to its audio 
features, the Amiga has led in the 
development of multimedia computer 
applications. The .Ajiiiga provided both 
stereo output and a built-in speech 
synthesizer as an integral part of its original 
system. This is where the Amiga staned, yet 
there is so much more that can be 
accomplished. 

The Future of Amiga Sound 

Advanced sound applications can extend 
the reach of this computer. Artificial 
Intelligence packages can utilize sound to 
direct, instruct, and inform. Sofr:\*are 
packages can be extended by audio output 
to assist the handicapped Amiga user. 

Witli a system like the Amiga, ever^'one 
benefits when it is used more effectively. 
Software becomes more exciting, 
applications become easier to use, and the 
capabilities of the Amiga become more 
noticeable. The lines bet^'een the Amiga 
and other equipment become more firmly 
drawn when the abilities of each are more 
pronounced. 

I hope the questions I have raised will 
entice Amiga developers to utilize sound 
more often and more completely. For some 
people, these points may appear trivial. 
However, it seems a shame to have all of 
the Amiga's capabilities and not take 
advantage of ever)' one. 




Don Hicks 
Managing Editor 
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last, a scanner 
with an artist's touch. 




With the Migraph Hand Scanner and 
Touch-Up^*-' you can now produce profes* 
sional-quality high-resolution scanned 
graphics from start to finish— without 
changing programs. 

This unbeatable hardware-software team 
lets you scan, edit, and enhance images 
until they're exactly right for all your 
desktop publishing projects. 

Start with quality hardware. 

The Hand Scanner has all the 
features you need: A scanning 
window over 4" wide. Four 
scanning resolutions— 
100,200, true 300, 
and true 400 dots 
per inch. Adjustable 
contrast. Three dither 
settings for scanning photo 
graphs. Plus a special setting for fine art, 



You can build your own library of images 
from logos, photographs, books, and 
iilustrations. And that's just for starters. 

Finish with software that won't quit. 

With Touch-Up, Migraph's complete 
design tool for high-resolution mono- 
chrome images, you can put the finishing 
touches on every image you scan. Touch- 
Up's powerful editing functions include 
standard commands plus extras like 
rotate by degree, slant, stretch, 
^ outline, and bolding. And Touch- 
Up is also outfitted with a 
complete paint program 
—not to mention 
special effects. 
When your images 
are pixel-perfect, you 
can import them 
into your 




favonte Amiga publishing programs like 
Professional Page'*-' and Page Stream''"\ 
A variety of load/save formats also lets you 
use images on the PC, h/lac. and ST 

Last but not least: The Migraph Hand 
Scanner and Touch-Up are easy to learn 
and easy to use. 

See you dealer today for more details or 
call Migraph toll-free. 

The Migraph Hand Scanner and 
Touch-Up. Powerful tools for profes- 
sional publishing. 

For Anriga 500. 1 [X]0 arid 200) spiefris wih 1 MB memofy. A hafd (IsK is 

recomiTiiefKifl<}. 






Migraph. Inc. 200 S. 333fd. Suite 220 Fsderal Way, WA 98003^^800) 223-3729 (1 lo 5 PST) (206) 838-4677 

"- Coppght 1989 Mqraph. hc. Th» Migraph logo and TbudvUt» a/e trademarks at H^agfi, he. k\ o^1er prodycts named are I'adeT^fifS of Ihsf respeciiva eempan«s 
Circle 138 on Reader Service card. 




Dear AC: 

Thank you for the continuing 
hardware and software "how to" articles. 
They are invaluable to adventurous 
Amiga philes. The AmigaBASIC requester 
article by John Wiederhim in the Oaober 
issue was very educational. However, I did 
run into a problem with the *'CopyMem&'* 
call. If this is a system call my machine did 
not want to recognize it. I got around this 
with the following routine: 

FORX=0&TO tl& 

POKE tp&+X, PEEK(SADDCt$)+X) 

NEXTX 

This places the defined text into the 
requester. It may be of use to others who 
had trouble with this part of the code. 

Regards, 
Frank Turner 
Santa Cruz, CA 

Thanks for sharing the tip, Frank. ED 

DearAO 

First, I would like to tell you that this 
is the first time I have read your magazine. 
Your articles are very interesting and 
informative. Also, I am new to the Amiga 
computer. I just bought an Amiga 2000 
with a single drive, I had a Commodore 
64 before and now use an AT-compatible at 
work, so I am more familiar with MS-DOS 
than an>T±Ling else. 

I want to install a hard drive in my 
Amiga. I have read your article about the 
HDA'506 in V4. 1 1 and remain confused. I 
know from experience, that if you have the 
right controller in your IBM-PC, that you 
can buy a hard drive or card and practically 
"plug it in". I have noticed that the same 
model of hard drives advertised in the 
Amiga magazines are more than they are 



for the PC's in their magazines. After 
reading your article, I am still not sure of 
what I need to buy to install a hard drive or 
card in my Amiga. Do I need to buy the PC 
hard drive with its controller and the HDA- 
506 or can I just buy a PC hard drive and use 
the HDA-506? 

Can you explain the difference 
between a SCSI, RLL and MFM type drives 
which one is the best for the Amiga? 

Can an IBM compatible modem be 
installed in the Amiga 2000? Again, they are 
cheaper than the modems advertised in the 
Amiga magazines. 

Finally, can you tell me what the DOS 
to DOS and CrossDOS programs advertised 
do? Can I run and use MS-DOS word 
processors and spreadsheets on my Amiga, 
if I use these programs? They are the only 
two MS-DOS programs 1 am interested in 
using on my Amiga at the present, because 
I could then do some of ray office work at 
home. 1 know I could write to tlie 
individual companies, but I thought you 
might have an answer. I realize this is a lot 
to ask, but I must start somewhere. These 
questions have probably been answered in 
tlie past, but as I said before, I am new with 
the Amiga and anxious to learn. I keep 
getting confusing answers to these same 
questions from other Amiga owners in my 
area. Some say the these programs work 
alone, and some say I need the 
bridgeboard setup. 

Thank you 
Meek C. Kiker 
Orange Park, FL 

It's always nice to hear from a netv 
Amiga owner. Let's try the easiest questions 
first, DOS to DOS and CrossDOS are 
programs to convert MS-DOS files to 
AmigaDOS format and vice versa. In 
addition, CrossDOS allows you to access 



MS-DOS files from A m iga prog ra ms a nd 
also can allow you (from the CU) toperfortn 
most AmigaDOS functiofis on an MS-DOS 
disk, (For more info on these programs 
please do write or call the companies J 
Neither one of these will allow you to run 
MS-DOS applications (programs) on an 
Amiga. In order to do this you do need a 
bridgeboard. The bridgeboards actually 
put a PC (or A T) inside your A migaa nd ivill 
allow you to mn most MS-DOS software. 

Next, the modem. My technical 
advisor informs me that all modems are 
basically the same, but if you're asking 
about using an internal IBM-type modem 
then the answer is the same as above. With 
a bndgeboard you could use an IBM-type 
modem card in one of the IBM slots on the 
2000. Otherwise you will 7ieed either an 
internal Amiga modem or an external 
modem. If you choose an external modem, 
you will need to know the proper 
connections. An Amiga m odem 's 
itist?tictions will, obviously, tell you how to 
hook up to an Amiga, while a more generic 
model may, at this point. Just confuse you. 

As for the hard drive question, Just 
about any bard drive on the market can be 
used with the Amiga, if you have the proper 
controller. Spirit's HDA-306 is specialin its 
ability to interface with an ST-type bard 
card and controller. But there are many 
Amiga controllers on the market which will 
allow you to use an ST-type drive, including 
the Commodore A2090A and newA209IA 
which also allow autobooting. In general 
your choices are: an Amiga-ST-type 
interface and ST-type drive (cheaper, 
usually slower, generally non- 
autobooting) or an Amiga SCSI-drive 
controller and a SCSI drive (faster, more 
expensive, generally autobooting). We 
don 't really have the space here to go into a 
serious comparative discussion of the 
different types of bard drives, and we 

(continued) 
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With CanDoYou Can Do Just About Anything! 

You can make CanDo your own personal programmer Just os you no longer have to be a professional artist to 

create "Art" well now, you don't have to be a progrommer to create professional level applicotions! All you need 

is CanDo. Because creating a program with CanDo is as easy as drawing a picture with a point package. 









lust Poiiit,„Click...Use. 

With CanDo, pfogfamming is incfedibly eosy. Progroms 
can be Cfeoted by simply pointing and clicking, ConOo's 
gmphic interface guides you eosily, step^^J/^tep, fiifoi>gh 
ri>e cteotion of your own Qpplicotions. 






< 



ConDo IS a multim&dH] syndironlier. 

ConDo con choreograph digitized sound... music... 
grophic or video images in reol'tin>e, by interoction 
Of time. 



CanDo Is an animator. 

ConDo lets you use orty number of 
Deluxe Point 111 brush animotions ond 
disploy them or>5creen simuitaneously. 



CanDo has musdes. 
And brains, too. 

You con use ConDo to 
create oil kir^ds of app- 
licotions.. .from presen- 
totions to education to 
persoid produdfvity, 
complete with buttons, 
menus, windows ond 
much, much more. 




ConDo has eipfimk^le power. 

Whether you're o beginner of odvonced 
user, ConOo's powerful scripting lon- 
guoge olbws you to aeate the opplico- 
tions)wwQnt. 



Now Yov Can ¥ 
FRH TrlfiTo J 
Amigo '90 ihow lit 
Cohgne^WeitGematty. 
See Your Partid^ating 
BMter for DetQiis* 



:$?S? 





^ is compGttbls. 

Con&o utilizes the files qeneroted by o host 
of pop4jlor softwore pockoges. It works with 
all Amiga resolutions,digitized sounds... and 
even supports khn. 

With tools like these, you really con do 
just obotjt anything. The only limitotkMi is 
your imoginDtion. 



CaaDo is o product of Inovotronks, Inc. 

B499Gceen¥a5 Avenue SmtB209B Ooib Jem 75231 214-34(HWl 
DeoleR ond Dtstrbut05 itiouH contoct Southern Tectinokigies, 800*47*7741 
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wouldn't he able to recommend one 
without knomng your particular needs, 
but check with your dealer about the 
differences, and rest assured that Amiga 
controllers exist for virtually every kind of 
drive available. It seems unfortunate but 
inevitable that, with such a special 
machine as the Amiga, some peripherals 
may cost a little more than those for a ntn- 
of-the-mill PC or Mac, but these prices have 
come down somewhat and, as the A miga 's 
popularity continues to rise these higher 
prices should continue their decline. 

Dear AC; 

A letter from R,P. Haviland (in AC 
Vol 4, No. 12) raised some interesting 
questions about the Amiga's video output 
and hi-res screen flicker. He also drew 
some conclusions to which I must respond. 

I was troubled to read that *'there is a 
bug in the [Amiga's] hi-res screen 
generation". R.P. had adjusted the vertical 
hold on liis 1080 monitor so that he could 
examine the extreme upper and lower 
scan lines off the video image as the picture 
rolled. He noticed that the ver^- top scan 
line was a "short fractional line", and 
noticed a "missing part of the last visible 
line" (not normally visible) as well, R.P. 
says "there is definitely something wrong" 
when the short lines appear, and that there 
is a "position problem evident in the 
.\miga". Here I must defend my machine. 

The short lines show us that die 
.\miga is generating a proper NTSC signal. 
I suggest that R.P. tr>' playing with the 
vertical hold on an ordinary TV set, or even 
a monitor playing a digital video disc. With 
proper contrast, he will see the same short 
lines at the top and bottom of the image. 



Ham It Up! 



ASixteen charts of 
256 colors each 

aRGB values given I 
for each coror 

ATakes the guesswork 
out of cdof selection 

AHelps the orNst create 
smoother blends 

ADoes not require a 
HAM paint progranrr 



Displays and prints 
oil 4096 Anniga colorsi 

$39.95* includes shipping fit handiing in U.S. 
Coil or send a check or money order to; 

▲ Delta Graphics ▲ 48 Dighton St. 
Brighton, MA 02135 A (617)254-1506 

•Moss residents odd S2 00 soles tax 
Deoier Inqyirtes weteome 
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This is because each frame in NTSC video 
is made of two fields. The fields are 

"interlaced" together: one field contains all 
the odd numbered scan lines, tlie other 
contains the even numbered lines. To 
make one frame (525 scan lines high), the 
cv/o fields each consist of 262 and one-half 
scan lines (half of 525). One half line is put 
at the top of the first field, and the otlier half 
is left at the end of the second field. These 
are not visible parts of the display but the 
extreme edge of the overscan area. 

But R.P.'s main complaint is the 
screen flicker that appears on cenain 
interlaced screen displays. Amiga 
"interlace" mode is the same interlacing I 
mentioned above: two fields are 
"interlaced" to make each frame. In a frame 
from an ordinary T\' show, the two fields 
will look almost identical. The slight 
differences between the fields refine the 
detail of the image, doubling the 
resolution. 

Fields are put on tlie screen 
simultaneously, but almost l/60th of a 
second apart. To hold a "still" interlaced 
image on the screen, the monitor rapidly 
alternates bet^'een the tvv^o fields tliat make 
it up. This alternation will become a visible 
flicker if the t^^o fields are not ver}' similar. 
Remember tliat any t^-o adjacent scan lines 
in incedaced mode must be part of t^'o 
different fields, and flicker on and off as it 
is displayed. This is true for edges of text, 
windows, and icons on the intedaced 
screen, and it can be very annoying. 

Flicker is avoided in non-interlace 
mode, because the Amiga sends out two 
identical fields to make each frame. The 
alternation between fields is not visible; 
you see one steady image. If you are 
generating interlaced graphic screens with 
several bitplanes, use your extra colors to 
anti-aiias (soften the edges of your image). 
This makes your Amiga's output more 
similar to a frame from an ordinary TV 
show. The slight changes betu^een scan 
lines double your resolution. With no 
sudden changes beti^^een scan lines, there 
will be no flicker. If you encounter flicker 
in a word processor or spreadsheet, 
adjusting your palette to reduce character/ 
background contrast can sometimes help. 
I have not used any hardware to reduce 
flicker. 

R.P. suggests writing code to flip 
rapidly between tw^o different screens of 
graphics. He obser\'ed a difference 
between the displays flipping at 60 Hz (60 
times a second) and at 56 Hz. This worries 
R.P,, who fears a timing problem caused by 
"interrupts". NTSC video (and Amiga 



graphics) are updated at 59-94 Hz. By 
switching to a different screen buffer for 
every field, there could be little or no 
continuity between fields, and tlie screen 
flickers. Setting the software alternation out 
of phase from the video field-rate will make 
you miss many of the swaps, and the effect 
will appear difi'erently. The video field-rate 
can be identified by finding the page- 
flipping rate that produces a steady flicker. 
The steady flicker at 60 Hz (very close to the 
59.94 refresh rate) shows us that tlie video 
timing is working properly. 

Finally. R.P. seems concerned that 
"the interrupts that occur in the vertical 
blanking interval" may somehow upset the 
timing on the video chip. The "vertical 
blanking interval" is the brief moment 
when the electron beam from a TV or 
monitor tube has projected aU of the scan 
lines in a field, and is tumed off as it is 
directed back up to the top of the screen. 
(Restoring tlie beam to both chromanance 
and luminance after a vertical blank is 
responsible for ''the fast flicker of the first 
two pixels" that R.P. noticed.) The Vertical 
Blank Interrupts are tasks cued by the 
video circuits that the display is in vertical 
blank. Some system tasks are best done 
during this inten- al make use of the video 
chip or update the screen for animation. 
Animation and color cycling appear 
smoother if updates are made between 
fields. The display is not being interrupted, 
but it is triggering the interaipts. 

Rememben interlace flicker and half- 
lines at the edge of the overscan area are 
quirks of the NTSC television standards. 
They w^ere devised before TV ^^as 
broadcast in this country, and they are not 
the fault of the Amiga's video circuits. The 
.\miga follows tiie NTSC standards to be 
compatible with VCR's, digitizers, and 
inexpensive monitors. The Apple 
Macintosh II is an example of a machine 
with graphics not inherendy similar to 
NTSC video; there is no interlace flicker on 
tlie Mac IPs screen, but the simplest color 
genlock costs about $2000! We must 
tolerate these few quirks of our Amiga 
displays, because they make possible all of 
the Amiga's inexpensive desktop video 
magic. 

Sincerely, 
Jeremy Birn 
Evanston, IL 

Thanks forth e a nswer, femmy. We couldn Y 
have said it better ourselves. ED 

•AC- 
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Color scarmmg on the Amiga personal computer has never been so good, easy or inexpensive. 
Sharp's new JX-100 portable color scanner (shown in Figure 1) is a price /quaHty breakthrough 
and ASDG's ScanLab/100 (the official JX-100 controller for the Amiga) puts it to work on your 
Amiga 500, 1000*, 2000 or 2500. 

Getting the image you want is easy with the JX-100. Just 
place yor original under the scanner and zero in on what 
you want using ScanLab/lOO's preview mode (Figure 2). 
Then, in fine mode (Figure 3), you can scan the area you 
selected at up to 200 dots per inch in 64 shades of gray or 
262,144 colors. Figures 1 and 4 shows unretouched results, 
both being 18-bitpIane images. 

ScanLab/100 is the 

best video 

rendering tool ever 

produced for the 

Amiga. It supports more video modes (including 4096 

colors in Hi-Res) than any other Amiga program as well as 

a host of other unique features. These include: 

• 208 Video Modes. • PAL and NTSC in the same 
program! • Six dithering types. • Full color balancing 
including variable Gamma correction. • Loads any IFF 
Figure 2. image (including SHAM, Djmamic Hi-Res and Dynamic 

HAM) up to 24-bitplanes deep and 1280 by 1280 pixels in 
size. • New video modes including A-RES (4096 colors in hi-res) and A-HAM modes, • Variable 
digital image reduction. • Overscan screens up to 768 by 
592. • 68020 and 68030 compatible. 
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Figure 3. 

Best of all, in the United States, 
ScanLab/100 is included in the $995 list 
price of the Sharp JX-100 scanner. For 
desktop publishing, presentations or 
desktop video^ the Sharp JX-100 and 
ScanLab/100 is the best color input 
system in its price range! Call now,** 

Madison, WI 53713 Voice (608) 273 - 6585 

ScanLab/100 is a registered trademark of ASDG Incorporated. Amiga is a registered trademark of Commodore- Amiga, Inc. This ad was created using 
ASDG's Art Department, ScanLab/100, and ReSEP along with Gold Disk's Professional Page. *Requires gender changer on the A 1000. **Dealer 

inquiries welcome. Circte IIO on Reader Service caid. 



Figure 4. 
ASDG Incorporated 925 Stewart Street 
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I have a library^ of over five 
thousand books, but my favorite is 

a tiny t\\^enty page paperback 

±at I picked up at a tlirifc shop 

for a nickel. My Amiga disk 

library numbers 

thousands (and 

thousands of 

dollars worth) 

of disks, but 

one of my 

favorites is the 

program 

"Terformef by Elan 

Design. It costs more 

than a nickel, but it is 

priced far below many of the 

other items in my library. Elan 

Performer is what might be classified 

as an "animation utility", because it 

addresses Amiga animations that have 

been generated in other programs. If you 

are forced to spend an undo amount of 

time fine-tuning your Amiga animations in 

the editing room (and especially if you are 

paying professional rates for 

that time), then Elan Performer 

may literally save you 

tliousands of dollars and many 

hours of time. 

Let's talk a bit about the 
editing process and the Amiga 
before '^■e delve into die T^^ay 
that Elan Performer works. The 
Amiga is a wonderful 
animation engine, and in tlie 
last years, some of the most 
revolutionary software and 
hardware has been developed 
to reach its potential in that 
area. But now that we no 
longer are in such desperate 
need for adequate software/ 
hardware animation support as 
we once were (though new 
advances are always 
appreciated), a new and more ex]:)ensive 
problem has risen from the depths: storage 




and 
access. 
Yes, Virginia, 
there are a host 
of hard drives and 
replaceable media 
devices available, but 
they cost one heck of a 
chunk of dinero. Even when 
you mortgage one of the kids to 
be able to afford these devices, you 
still have to diink about tlie amount of 
expansion RAM your system has, so that 
you don't attempt to load a four meg 
animation into a two meg space, One 
solution for those with just floppy storage 
and a modicum of expansion RAiM has 
been to record tiny snippets of an 
animation to tape, and then to 
electronically cut and paste the results in 
the editing room. This is great if you have 
access to an post-production editing facilit}^ 




"Ownefso/Eian's "Invision "or "lui'isiou 
Plus'' will notice a distinct similarity in 
the design of the graphic interface, " 



for free, but the nominal cost per hour, 
should you be forced to pay the price, can 
be as high as $120.00 (yes...tliac's $120.00 
per hour!). Even if it is only $25.00 an hour, 
a ten hour session (which is not out of the 
ordinar>0 can run you over tw^o-hundred 
dollars, and the time away from the 
comforts of home can be frustrating as well . 
Now it's time to look at Elan Performer in 
light of tlie context that we have laid out. 

THE SOFTWARE 

Elan Performer demands some 
expansion RAM, and the more the menier. 
In that way, its no different tlien all of the 
other animation utilities that grace 
Amigaland. I work widi two Amiga systems 
in my studio, and will tell you how much 
extra RAM they address so you can pui this 
review in a comparative framework. I have 
an Amiga 1000 widi 4,5 megs total and a 
68020/68881 accelerator, and an Amiga 
2000 with 5 megs (4 megs of 32 bit wide 
memory) and a 68030/68882. The A2000 
also has the Super Agnus cliip for 
expanded Chip memory-, I use 
both Amigas to create 
animations for regional 
television and for instaictional 
use. 

When Performer first 
pops up on the screen, owners 
of Elan's "Invision" or "Invision 
Phis' will notice a distinct 
similarity in the design of the 
graphic interface. In fact, the 
main difference between the 
two programs is that Invision 
has alternate screens and 
Performer does not, but the 
basic feel and mode of 
operation is the same. 
Considering the low profile 
that Elan has given Performer 
as compared to tlie media blitz 
that was lavished upon 
Invision, you would think diat Performer 
was a secondary product. It is not. Don't let 
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PROBIEM 



Your boss wants you to produce an 
animated video presentation to help 
sell that new project to top manage- 
ment. You know that a full-color, 
animated presentation, developed on 
the Amiga, using its powerful 
desktop video software, will make a 
convincing impact 



The Amiga is the right machine for 
the job, but how can you easily 
import the images and data you need 
for your presentation from other 
divisions of the company, data and 
images which come from 
Macintoshes and IBM PCs? 
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File transfer programs MAC-2-D0S 
and D0S-2-DOS from Central Coast 
Software! Using these simple and 
easy-to-use Amiga programs, you 
can now quickly and easily transfer 
the Mac/IBM/Atari data and images 
you need to and from the Amiga. 
MAC-2-DOS connects a Mac 
floppy drive directly to the Amiga • 
Reads and writes 400K/800K Mac 
disks • Converts MacPaint images to/ 
from IFF • Imports Mac clip art for 
use on the Amiga • Converts ASCII 
text files both ways • Converts 
PostScript files both ways • Supports 
MacBinary format • Includes 



conversion utilities for PICT files and 
Mac fonts • Creates icons, as 
necessary • Formats 400K/800K Mac 
disks. 

DOS-2-DOS uses your Amiga's 
floppy drives to read/write IBM/Atari 
3,5-inch disks • Reads/writes 5.25- 
inch IBM disks (using an external 
5.25-inch Amiga drive) • Converts 
ASCII text files both ways • Supports 
international character sets • 
Formats IBM/Atari disks • Use with 
IBM program HIJAAK (from Inset 
Systems, not included) to capture/ 
convert IBM graphic images to/from 
IFF. 



M AC-2-DOS — when it 
absolutely, positively has to get to 
or from a Mac disk, immediately, 

DOS-2-DOS — when it 
absolutely, positively has to get to 
or from an IBM PC (or Atari) disk, 
immediately. 



And to preserve your entire 
presentation, all supporting data and 
graphic files, as well as the programs: 

QUARTERBACK — the fastest 
and most reliable Amiga hard-disk 
backup program! 



Central Coast Software 



424 Vista Avenue Golden, Colorado 80401 

(303) 526-1030 • (303) 526-0520 (fax) 

Dealer Inquiries Welcome 
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Why pay over $500 for digitizing equipment 

when you only need to digitize a few pictures? 

Have your photos & other 2D media 

professionally digitized by 

Digital Foimations 

*tm% IFFcompatible* 






n 



•Best quality available- 

I Use the ser\'ice for cataloging pictures of your 
valuables^ or just have fun with your personal 
I pictures, or . . , 

Rates are $8.00 for first picture and 
ij $4.00 for any additional picture. 



(Plus S2 S&H per order. Originals relumed.) 
Send orders to: 

Digital Formations 

P.O. Box 3606 

Lakewood. GA 90711-3606 
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its price (about S60.00 U.S. retail) fool you. 
This is one package whose cost can be 
considered an investment bargain for the 
Amiga animator. 

WHATXTDOES 

Simply put, Performer allows you to 
grab fmished IFF/ILBM animations and still 
frame pictures, load them into your system^ 
and chain them togedier for playback in 
any order. All of the separate files, whether 
animation sequences, or IFF pictures, are 
attached to a specific key on the keyboard. 
Depressing these keys in any order brings 
up the picture and starts the animation. You 
can even assign tx^^o images to a key by 
"Shifting" that key. Visuals can also be 
"Copied" and "Moved" to otlier keys. If you 
are recording the results to a videotape at 
the same time, the final product is an 
animation with no glitches between cuts. 
Each of die animations and/or pictures can 
have its own palette and resolution, and die 
animations can be toggled to loop. But 
there's even more. 

HOWITDOESIT 

If you try to load more saiff to your 
system dien it has room for, Performer may 
choke up and erase all of the pieces it has 
stored. At die start, extensive calls are made 
to the disk for the files, so a choke-up can 
result in time spent re inputting the visuals. 
My solution, for those of you widi a good 
amount of expansion RAM, is to take the 
time at the outset to load your work to the 
RAM disk. That way, should an error occur, 
the time spent by Performer getting the 
graphics again will be kept to a minimum. 
Of course, hard disk storage already speeds 
up the process, but storing animadons on a 



smaller size hard disk may use up a lot of 
space. Elan Performer uses the R.\M disk 
for its own purposes, so careful use of that 
space is recommended. Probably my 
favorite method of preparing files for use 
with EP is to put as many of tlie small 
sequences on one disk as is possible, 
especially if die floppy will be your load 
padi (if you don't have enough expansion 
RAM). 

The manual is clear and concise, but 
it is just too darn small. It is a nice aitsy 
design and all, but I keep losing it amongst 
die other hundred manuals in my Amiga 
jungle. It deser^'es to be larger, it does, 
however, walk you through the 
Performer's processes. There are tiiree 
kinds of control possible with EP, all 
toggled in the display mode by discreet 
actions. In "Automatic Sequence", your 
visuals are displayed in the order in which 
they are assigned on the Amiga keyboard 
(left to right, top to bottom). This mode is 
activated once the visual has loaded by 
simply pressing tlie space bar. Using the 
arrow keys or the mouse button while the 
display screen is activated changes your 
interaction to the Manual Sequencing 
mode. Here, you can change the speed and 
for^'^ard/reverse direction of the visual (if 
it's an animation). "Direct Play" mode is 
activated by pressing the key that the visual 
^■as assigned. 

The program can tell if your visual is 
a single frame IFF or an animation, and also 
how the animation fOe system is configured 
(.ANIM, .RIFF, etc.). EP can read all of the 
standard Amiga painting and animation 
formats. All of this information is listed on 
the control screen, so tliat it can be edited. 

THE IMAGE CONTROL SCREEN 

An image is any Amiga visual that is 
not an animation. The first control 
parameter in EP that addresses images is 
tlie "Hold"' function, written as Minutes/ 
Seconds/Frames (1/30 of a second). These 
can be changed so that the image is set to 
remain on screen a certain amount of time 
for automatic mode. There is a toggle for 
color cycling that can be set to start die 
cycling process. Color C}^cling can also be 
toggled in real time by using tlie TAB key 
when the image is on the display screen. To 
the right is a veiy handy display counter 
that tells you how large your file is. The 
nicest part of slide-showing images in EP is 
that color and resolution have no effect on 
the range of imager>'' involved. 

RIFF ANIMATIONS 

RIFFs are special Amiga animation 



files that seem to be on the way out because 
of the ANIM standard. Many .^miga 
programs, however, still use that standard, 
which makes EP useful as a utilit>^ if you 
happen to create animations in that format. 
In a RIFF sequence you can control the 
Looping, Speed, and Double Buffering of 
the animation in EP. The Double Buffering 
can be s^^itched to Automatic, Off, or On to 
give you die best results should palettes 
change from one frame to the next. There 
is also a handy frame counter next to the 
size display which tells you how many 
frames the animation holds. 

ANIM FORMAT 

Whereas RIFF files are basically 
single IFF frames, ANIM frames are saved 
by using Delta-compression routines, 
meaning that only the differences betvv^een 
consecutive frames are saved. This allows 
for more frames on a disk, but introduces 
some strange problems to the playback, 
especially DPaint III animations. Reverse 
looping is done by altering the frame 
sequencing, so not all reversing produces 
the desired result. The "Reverse" option in 
EP actually writes a series of RIFF frames to 
the RAM disk, which can cause a low 
memory^ situation to occur. Setting die 
"Cycle" control to AUTO will allow die 
program to sense if the animation was 
saved with an intended looping. There can 
be quite a bit of artifacting at high speeds, 
so tlie best advice is to experiment and 
tailor your specific animation to the desired 
result. With animations created in both 
DPaint III (Electronic Arts) and in 
PageRender3D (Mindware International), I 
achieved die best results by turning 
Reverse Off, and Cycling to Automatic. I 
also had to adjust the speeds to prevent 
artifacting (leaving tracers of a image on the 
screen). Something else I discovered is that 
by holding die right mouse button down, I 
could flip quickly among die first frames of 
all of the animations. 

ENVIRONMENTS 

EP can save the setdngs and disk 
paths tliat are included in your animation/ 
picture sequence. It calls these settings 
"environments", and they can also be 
nested. This means that they can be saved 
to a key as well as a disk file, which allows 
a whole new environment to be called from 
within a sequence. If a hard disk is die 
storage path, tliis would make EP perfect 
for interactive displays, like those utilized 
at cu.stomer kiosks at airpoits and malls. 
When environments are assigned to a key, 
a window is activated for input that asks 
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(jCMPUTEREEAL 

QFTHEIirADE 

ATHOUSAND PLUS ATHOUSAND 
(ETSTOU AN AMIGA 200Q 

Between now and March 31, Commodore is 
offering an incredible trade-up offer to all 
Amiga 1000 owners. By bringing your AlOOO 
computer in to any participating Authorized 
Commodore Dealer, you can save hundreds - 
even thousands ~ of dollars on die CPU of 

your choice from our powerfii Amiga 2000 series. 

Here's how it works: 

YOUR TRADE-IN LETS YOU RETAIL YOU 

PLUS CASH BUY VALUE* SAVE 

AlOOO 4- $2999 A2500-30 $4699 $1700 
AlOOO + $1599 A2000HD $2699 $1100 
AlOOO + $ 999 A2000 $1899 $ 900 

Don't miss diis special opportunity to become 
an Amiga 2000 owner. Commodore will be intro- 
ducing many new exciting technologies for the Amiga 2000 series in the 1990's, and 
we want you to be able to take advantage of them all. 

Call 800-343-9595 for the Authorized Commodore Dealer nearest you. But 
call soon. The offer ends March 31st-and this may very well be your last chance to 
get such a deal on an Amiga 2000. 

AMIGA THE COMPUTER FOR THE CREATiyE MIND" 

Circle 131 on Reader Service card. t'tOnilTlOOOrC 

*Maniiacturcr'« s^ptKnic^ reial price '^xa not inchidFd r 1990 Commodore Eleclronica. Ltd. Comnodcre and the Commcxloi? hgfi are refi»teicd trademarks of Commodore Elecmicacs, Ltd .^rniga u a n^gtsiennJ tradmuHc of CommodcirF-Ani4^, Inc. 




the program whether to automatically 
include tlie environment key in a playback 
sequence (like an automatic branching 
sequence), 

GLOBAL CONTROLS 

There is a PREFS window (not to be 

confused with the Amiga Workbench 
Preferences screen) that sets global 
parameters for the visuals. The first choice 
that you have relates to "Display 
Protection" (Chip RAM). With this toggled 
to "Ofr\ EP eliminates one of the double 
buffering screens. Users without the Super 
Agnus upgrade will want to leave this in the 
ON position. Witli my suped-up Amiga 
2000, I found chat I could run the 
animations at faster speeds by turning ±is 
OFF. Two more input areas follow, Load 
and Display. If you select to load ALL, then 
all of the imager>^ will load into memory at 
once and be available for instant playback. 
EACH starts tlie display of a file more 
quickly for reasons that 1 do not understand 
(you would think it would be the 
opposite). DISPLW ALL \\^il! start the 
playback as soon as the imagery is loaded 
from the disk in the AUTO mode. With 
DISPLAY FIRST, only the first image will be 
displayed until you hit the arrow keys or a 
mouse button. DISPLAY WAIT will show a 
black screen until a key is pressed. 



Different combinations of the LOAD and 
DISPLAY options produce varying results, 
which are covered in the manual, 
"CYCLES" sets the number of times aji 
AUTO sequence will play before looping 
back. The setting "-1 "" \s'ill loop indefinitely, 
or until you interact with mouse or 
keyboard. 

PATHS TO GLORY 

Images and animations can be saved 
in any of five formats: EN'Vironments, 
IMAGES, RIFFs, ANIM3. and ANIM5. You 
can also choose whether or not to generate 
an associated icon for tlie file. Pressing the 
CAl^S LOCK key during a presentation will 
set the Remote Control mode in action, 
allowing you to step forw^ard and 
backward through a presentation. Stills and 
animations can be speed controlled by 
using the numeric keypad and tlie plus and 
minus keys. Single IFF images can be 
appended to any single key, giving you tlie 
power to create animations from still 
frames on die fly (as long as your memory 
be willin'). 

OTHER TOOLS 

Separate utilities are also included on 
tlie EP disk. You can cut and splice 
previously saved animations, or convert 
back and forth between the RIFF and ANIM 



formats. With the RIFF splicer, you can 
combine sixigle frame images of different 
resolutions and palettes into a single 
animated sequence. The manual notes that 
EP was designed to interface with Elan's 
Invision (the previously mentioned 
sofrc\^are brain for .\-Squared's .\miga Li\-e 
digitizer), and that it converls Uie 
associated animations to the RIFF format. 
Invision Plus, however, saves in onl)' the 
ANIM format, a correction that EP will 
probably take into account in its next 
upgrade. 

THE BOTTOMMOST UNE 

At the heart of it, EP can save the 
Amiga artist/animator money and time. It is 
exactly the type of utility chat die Amiga 
community needs in Uiis time of animation 
program glut. It turns your .Amiga into an 
interactive professional editing console, 
among other tilings, and it is priced far 
below what it is worth. 

•AC* 




Let ACDA Open Your Real World Window ! 

Scientific and Engineering Producls for Your Amigas! 



PROTO-40K 




PfOirMOK is the firs: and only fuily fcaiurctl dJU-acciuisiticn and prfKX'vs-fontKj! 
cxpaniiofi card for :hc Amij^a 2000. "!hc l'roio-10K fi.'aEurcs a 16 channel l2-bit 
niuliipk-xed analog- tiniigital ctmvvrtcf, two 8-htt digits I -to-anattsg ct:jnvcrttrs, a 5- 
channd programmable limcbasc, 16 dinltal inputs and 16 digital output. J'roi(L>-iOK 
also features a highly stable in^sinjnicniation ampliHcr with prpgranxmablc gain, 
multiple triggering sources, and on-board digital wavcfomi generation. l>ata acquisi- 
tion and pftxxss control projects arc a snap to develop with the Pr(«o-10K Data 
Actjuisiiion System (DAS) software and 'C scxifce code. Sample appltcatjon programs 
and .source are included For each of the Proio-'iOK funaions. Now sold in various 
cusicHii conijxment con Rgu rat ions, IJuy only the fitnaions yoy need. Qtll for new 
lower pricing. 



Amigji GPm 




Amiga_GP[U is a General 
Purpose Interface IJus card 
For the Amiga 3000. llnis 
half-length exparwion card 
peifom^ all the Talker, lis- 
tener, and Controller func- 
tions of the GPiu (n:in> 
'S83) proiocoj. One Amiga 
can control up to H GPIU 
devices. Includes Command 
i "unction library (ACDA 
GPIB CPU, test application 
pfOgfa m a n d 'C sou rcc code 
driver. M95.tK> 



DlgiScope 

DigiScopc is a digital storage oscilloscope cmulater 
that works with ACDA's Proto-5K, SVoto-iOK or 
tjtherp.iraliel-ptmdigiti/crs, Digi.Scope has l6indes 
pendent v^-avefomi buffers, a digital signal process- 
ing (DSP) pack;ige, a ("ast I'ouricr Transform (l-MO 
package and a filtering paclcige. DigiScupe has 
extensive waveform scrolling fLmciiorw that work in 
a resizcabtc scope window in high or low screen 
resolution, DigiScope offers a complete set cjf archi- 
val functicKisand the standard compk-ment of signal 
statistics. DigiScope also features an extensive digi- 
tal wavefarm gcneraiof package. $139.95 



Slilnko & Mitsubishi Preferences 
1.3 Printer Drivers 

We offer a complete line of thermal color printer 
drivers for the Mitsubishi and Shinko A&IJ si/.c color 
printers/! "hey arc 100% Amiga Preferences L3 driv- 
ers. $153.00 



AiiiigaView 2.0 

AmigaVicvv is an oh)cct-orienied, C language, Intui- 
tion ftont'cnd interface librsr)' that provides over 
)(X) easy-tcMrse routines and niacrtjs. Our package 
features Wt\l>OWS, .SC:iiliKNS, MKNIJS, RPQlJl-IS-f- 
\-.[<S, CAIXlin^ OP All *lViniS (including auto 
malic mutual exclusion), Hl'l^lAl'S, ALL IM ACS PHY, 
IPl", "niXT, and much more, 'lliis .siandariited and 
consistent Intuition/Graphics interface greatly re- 
duces prcigrainmiiigtime a nd code space fcjr profit- 
>if )n a 1 a pp 1 1 ai ti< ins ilcve 1 1 )p nx.^^ t. A m i g;i V je%v work s 
with IxKh MANX and L^lllCE. Sec AmigaWorid 
<Stpi70ct. 15>«7, p,m for rcv-icw. $79.95 



Amiga_FFT C Package 

The AmJgaJ'l'I'C Package Provides all the 
source you need to perform det;iiled fre- 
quency analysis utilizing a complete set of 
Fast P(x;ricr Transform (FIT) routines. I "he 
package includes C stHJfcefordeiivatioti of 
the Power-Spcctnjm, Phase- Amplitude 
Spectrum, Inverse HT, several window 
funaions and user interface functions, 
St "12.00 



ACDA Corporation 

220 Bell(^ Meade Avenue 

Setaiikcl, NY 11733 

(516)689-7722 
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New Products and 
ether Neat Stuff 



by Elizabeth G, Fedorzyn 



SHOW AND TELL REVISITED 

If you've noticed your Amiga 
sporting a white chalk line across its 
back side it may just be that it's been 
moonlighting at the Southern Alberta 
Instimte of Technology (SAIT) in 
Calgary. 

The 2000 Series is sertqng as the 
main instructional vehicle at the newly 
founded Commodore Corporate 
Media Centre, a centre specializing in 
corporate media instruction and 
production. The lab provides a wide 
range of multi-media techniques to 
corporate clients and students enrolled 
in the institute's full-time 
communication programs. Techniques 
studied at the centre include animation 
and titling, painting, desktop 
publishing, slideshow production, 
sound and music digitizing, and MIDI 
music production. 

Evening courses in graphics, ani- 
mation, and desktop video are now 
underway and a two-year program in 
corporate media production is being 
developed. The lab will also provide 
additional options for students en- 
rolled in SAIT's Cinema, Television, 
Stage and Radio Aits (CTRS) program, 
which currently offers training in radio, 
television, and broadcast news. 

Corporate training professionals 
are encouraged to contact the institute 
for a demonstration of interactive train- 
ing. Consultation is available for com- 




Amiga-based: SAIT's Cot-porate Media Centre, 



panics wishing to develop computer- 
based training centres of their own. 

For more information, contact: 

Dick Boume, Lab Supervisor 

Southern A Iberia Institute 

of Technology^ 

1301-16 Avenue N.W. 

Calgaiy.Alberta 

Canada T2M0L4 

(403) 284-8064 

HAZARDOUS WORKING CONDITIONS 

Seymour Green is employed at 
CBBM (Cute Beach Ball Manufacturer) 



where he works at tiying to inipro\'e tlie 
beach balls the company produces. Bright 
as Seymour is, no listens to him. Having 
fallen into a state of disillusionment, the 
loyal CBBM employee now finds himself 
slipping into daydreams. While he's been 
warned tliat any continued daydreaming 
will mean ±ie end of his career at CBBM, 
fantasy appears to winning over reality. 

In BoingI The Game, soon to be 
released by Micro Momentum, Inc., it is 
your job to help Seymour keep his job. 
Help him escape the horrific surroundings 
of liis daydreams— a cave system in which 
evil green beach balls accost and iiy to kill 
him. Guide him to the exit so he can snap 

(continued) 
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HAPPy. 
ANNIVERa^Y 




Q Always wished you could have a complete set of Amazing 
■ Computing-going back to the premiere issue? 

Q Looking for an older hardw^are project to 
' complete your Amiga? 

Q Ever wanted access to the multipan tutorials? 




Amazing Compulin*^ is celebrating its l-ourtli anniversaiy by 
offering the first four years of AC at an incredible savings. 

Complete your set of Amazing Computing magazines 
today at annivt^nsary sale prices. Now you can own a 
complete library of Amiga information at a tremendous 
savings. Use your Visa or MasterCard and call 1-800-345- 
3360 today, or fill out the order form. This is Amiga 
instruction, Amiga histoiy, and Amiga fun at a great 
savings. Single issues and volume sets will be available 
while quantities last. 






Subscribers! 

Freely Redistributable Disks 
at DistribLition prices 



Fred Fish 



'Amicus 



Volume 1 1986 (9 Issues!) 

Volume 2 1987 (12 Issues!) 

Volume 3 1988 CI 2 Issues!) 

Volume 4 1989 (12 Issues!) 

Volume 1, a $45.00 value, is only 
SI 9.95 plus postage ik handling. 
Volumes 2, 3. ^^ 4, normally $60.00 
each, are only $29,95 plus postage & 

handling. 



•postn^c ik handling 
for each vnluriK* is 
$4.00 in t!w U.S. 
$7.50 for surface in 
Camida ;ind Mexico, 
and S 10.00 for dl 
olhcr ffjreign .surface. 



Now you can own every Amiga - Animation 
- Program - Utility - Demo available in tlie 
Fred Fish, Amicus, or AC librar)^ 

AC has long supported the Amiga community by providing 
Freely Redistributable Fred Fish disks to its readers. Now AC is 

able To offer \^olume discounts to its subscribers. Just fill out the 
order form or call 1-800-345-3360. 

Non-Subscribers $7.00 per disk 

Subscribers: 1 to 9 disks-S6.00 each 

10 to 49 disks-S3.00 each 
50 to 99 disks--S4.00 each 
100 or more-S3.00 each 



Rememlxrr: AC warranties your disks for 90 days. If you have a prublt^m, return the disk(s) with an e.Kplanation of the 
problem and AC will send you a new disk. No additional charge for postage and handling on disk orders. Orders of 10 
di.sks or more will be shipped UPS Second Day where applicable. All other orders will Ix- sliipped US Mail. 




AC has always paid Fred Fish a roya!r>' on all disks sales to encourage the leading Amiga program anthologist 
to continue his good work. 



out of his daydream. But watch out for 
flame geyserSj evil green Boing! bails, and 
falling rocks. xManuever Seymour up and 
down ladders, down slide poles, and 
through teleporters. Catch the red Boing! 
balls for points. Boing! The Game features 
30 levels, plus a level editor so you can 
create your own levels of employee strife. 

Boing! The Game 

Micro Momentum, Inc. 

P.O. Box 372 

Washington Depot, CT 06794 

(203)567-8150 

Price.- S39.95 

Inquiry^ ^219 



NORAINCHECKS 

For a limited time, Commodore Busi- 
ness Machines is offering an upgrade pro- 
gram providing AlOOO owners the opportu- 
nity to upgrade to any A2000 series ma- 
chine at a substantially reduced cost. The 
offer, which runs through March 31, 1990, 
will allow AlOOO owners to return their 
machines to a local participating dealer, 
whereupon they may then purchase an 
A2000 series machine for as little as 
$999.00. 

Commenting on the upgrade policy, 
CBM Vice President of Marketing Lloyd 
Mahaffey said, "Amiga 1000 owners are 
among the most dedicated personal com- 
puter users. We developed the offer in part 
to energize this important base. It is also 
part of a much broader strategy to establish 
a more dominant position for tiie .Amiga in 
an industr^^ which is finally beginning to 
catch up with tlie machine's capabilities."* 

Pricing for the upgrade policy is as 
follows: A2000: $999-00 + trade-in; 
A2000HD; $1,599.00 + trade-in; A2500: 
$2,999-00 + trade-in. The offer is valid only 
at participating dealers. 

In odier Commodore news, CBM 
unleashed a plan to compete more effec- 
tively in the business market. Until March 
31, 1990 the company will offer a system 
that includes an A2000HD equipped witli a 
pre-installed MS-DOS-based bridgeboard, 
1084 monitor, and .^niga WordPerfect, 
version 4.1. 

The system, according to Marketing 
VP Mahaffey, was developed for business 
professionals seeking a cost-effective, 
multi-purpose, multi-tasking personal 
computer to accomplish a variety of tasks. 



from word processing to graphics produc- 
tions and spreadsheets. The system is also 
the perfect setup for those requiring MS- 
DOS software for tlie office, yet desiring tlie 
graphics capabilities of the ^\niiga away 
from die office. 

And in yet anotiier promo package, 
CBM and Dr. T's Music Softu^are recently 
announced a joint promotion designed to 
target the professional music market. 

The package deal will bundle spe- 
cially priced A2000HD computers and a 
MIDI interface from ECE Research & Devel- 
opment along with Dr. T's Keyboard Con- 
trolled Sequencer version 3-0, tlie Copyist 
Apprentice scoring and transcription soft- 
ware, and a coupon for a Dr. T synthesizer 
editor/librarian of the customer's choice. 

The offer runs through May 31, 1990 
and is being announced through a national 
and regional print advertising campaign. 
Customers may collect the software at the 
time of system purchase by presenting tlie 
print advertisement/coupon to dieii' local 
dealer. 

Corn m adore Business Mach ines, Inc. 

1200 Wilson Drive 

West Chester, PA 19380 

(215)431-9100 

Inquiry ^220 

Dr. Ts Music Softivare 

220 Boylston Street 

Chestnut Hill, MA 02167 

(617)244-6954 

Inquiry ^221 

ECE Research & Development 

1651 M Monroe SL 

Tallahassee, FL 32303 

(904)681-0786 

Inquiry ^224 



SCANNER PLUS 

A recent entry into the Amiga market- 
place promises to provide Amiga desktop 
publishers witli some inipressi\^e new DTP 
tools. Migraph, Inc., developers of high- 
qualit)' graphics soft^'-are for the IBM and 
Atari ST recently released their popular 400 
DPI hand-held scanner for the .*Vniiga. 

The Migraph Hand Scanner fea- 
tures four adjustable scanning resolutions 
including true 300 and true 400 DPI. Its 
scanning window (more dian 4" wide) 
comes complete widi a scanning speed 



THE DYNAMIC RIFF SEQUENCER 



^YPERCHOR^ 



by Hologramophone Research 
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Tu m yo u r Ami g a i nto a powe rf u I new i nstr ument 
with Hyperchord^^^ the dynamic riff sequencer. 
Create themes, from simple scale runs to 
complex "Riff Waves/' using original Hg 
functions such as Smear, Rotate, Weave, Reverse, 
and Mix, Change pitch, speed, rhythm, 
harmonies and orchestration. For intense riffing, 
switch between 60 user-defined scale modes 
and 40 rhythms, or employ unique cyber-musical 
tools such as Holistic Play and Vector Play. Store 
for real-time playback or record performance. 
Disk includes three Hyperchord utilities: Mode 
Maker, Rhythm Maker, and Holistic Window. 
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(continued) 



THE MUSICAL GRAPHICS PLAYER 

Listen to a Lichtenstein! 

Pixound^^ is new kind of musical instrument as 
well as a powerful MIDI controller (uses Amiga 
sounds too). Load up any >^ — ^ graphic 
image or use Pixound's/j^^j..j^|\ sc reen 
generators. Invent a new/v/~''"y instru- 
ment with every screen, | ^^ ^^^^ P'^Y 
f^ it with the 
mouse. Create 
shimmering 
bursts of notes 
or slow, lyrical 
harmonies with 
the touch of a 
key. Save your 
work either as a musical sequence or a screen- 
or both. Great fun for the beginner; endless 
challenge for the virtuoso. 

Bring this ad to the AMI Expo for 1 0% off our 
special show pricesl 



"^^ Hologramophone 

^TO] Research 
WJ/ 6225 S,W. U5th Street 
^ Miami, Florida 33158 



RqT Ltc^i«n»l*ln 'Vfoman SltUng On m Chiir' 
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indicator light. Tliree dither patterns are 
provided for scanning color and halftone 
images, not to mention a special setting for 
scanning line art. Also, an adjustable con- 
ti'ast control can be used for lightening and 
darkening images. 

The Hand Scanner comes with 
Touch-Up, a full-featured monochrome 
image editor. Touch- Up sports powerful 
editing functions, a complete paint pro- 
gram, and a variety of special effects. 
Images from Touch-Up may be exported to 
Amiga publishing programs like Pro Page 
and PageStream. And images from tlie IBxM, 
Mac, and Atari ST can be used. 

The hardware/soft^-are combination 
package works with all Amigas and require 
1MB of memoiy. 

Hand Scanner and Touch -Up 

MiGmpb, Inc. 

200 South 333rd Street, Suite 220 

Federal Way, \VA 98003 

(206)838-4677 

Price: $399.00 

Inquiry ^225 

ON THE MOVE 

Grab onto your font, because Kara 
Computer Graphics has just introduced 
their latest additions to the Kara Fonts line. 
And these two new font packages — 
AnimFontsl and (you ...guessed it) 
AnimFontsZ-rrWill stand still for no one. 




Kara 's latest: 
AniniFontsl and 2. 




Designed exclusively for tlie Amiga, 
these tv^^o new typefaces come in a stan- 
dard keyboarded x^ersion and an 
animated version, Tlie keyboarded 
version is compatible with all pro- 
grams compatible with the rest of 
the Kara Fonts line, while the ani- 
mated version is compatible with 
DeluxePaint III, Deluxe Video III, 
and programs capable of bringing 
in the Anim Brush format. In- 
cluded with each font are addi- 
tional color palettes in the Brush 
drawer for a wide variety of looks. 
The palettes are pre-tested in a 
waveform and vectorscope for 
best results in transferring to vide- 
otape. 

AnimFontsl features a new 
S-color font called ChromeScript, 
which is a formal, Roman-type 
script in caps and lower case. 
When used in die animated form, each 
character in an animation appears to be 
handwritten across the screen. Appear- 
ances achieved through tlie additional 
palettes include chrome, reflective gold, 
copper, and bronze. 

A new 8-color font, Bullion, is fea- 
tured in the AnimFonts2 package. Bullion 
is a dimensional, beveled, highlighted, 
uppercase Gothic font. The AnimFont ver- 
sion rotates 90 degrees unto the screen. 
And as tlie font rotates on tlie "Y" axis to the 
left, a glint of light travels from left to right 
across the letter/ word (s). This second font 
conies standard in gold wich additional 
palettes such as metallic and sOver. 

Bodi AnimFont 1 and AiiimFont2 
come in a one-disk set, and are designed 
for use in a whole host of applications 
including video, animation, slides, busi- 
ness, and desktop publishing. 

Kara Computer Graphics 

6365 Green Valley Circle, No. 317 

Culver City, CA 90230 

(213)670-0493 

Price: S49.95 

Inquiry ^222 



MOVE OVER DENNIS HOPPER 

Cotton candy machines the size 
of car ports, giant bees with an in- 
satiable appetite for carnival cui- 
sine, and killer rosebushes — it's 
either a bad sixties flashback or a 
new Amiga game release that ap- 
peals to the absurd, often unnerv- 
ing images of the REM state. 




Hold on toyourpajaiiias: 
MicroProse's Weird Dreams. 



In Weird Dreams, die new graphic 
advenaire designed by Herman Serrano 
and marketed by MicroProse Softu^are. you 
are a psychiatric patient undergoing treat- 
ment. But you know what diey say: facing 
your problems is half the batde. They never 
played Weird Dreams. 

In this stroll through die subcon- 
cious, your objective is twofold. First, you 
must figure out how to escape unscathed, 
unpummeled, undigested from your cur- 
rent surrealistic situation. But then in order 
to ^n die game, you must figure out its 
overall objective — sort of die method to the 
madness. So, clad in just your black-and- 
white checkered pajamas, and armed only 
widi your ability to decipher the puzzling 
images before you (and an occasional 
flying fish), you are placed on the road to 
recoveiy. 

Should you find yourself particularly 
stumped, you might want to consult your 
Player's Therapy Guide, But keep in mind 
that nothing comes for free^ — especially in 
the area of psychiatric care — and your de- 
pendancy on consultation might drive your 
bill sky high and render you a good candi- 
date for shock therapy. You'd probably do 
better to take an extra swig of oxygen and 
face tiie Chicken Monster head on. 

Weird Dreams 
MicroProse Software, Inc. 

1 80 lake/ran t Drive 

Hunt Valley, MD 21030 

(301) 771 '11 51 

Price: $39.95 

Inquiry^ ^223 
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Help Wanted 



Supra Corporation, a major maiuilacturer of Amiga® add-ons and modems, is looking for U»p-nt)tch employees: 



Hardware Engineer 

VVe are looking for qualified engineers for several 
projects. Candidates should have a BSEE, or equiva- 
lent. Experience in the following are desirable: 

a. microprocessors and controllers 

b. peripherals 

c. video 

d. telecommunications equipment 

V. k)\\-Ic\el programming of microprocessors 



Programmer 

We are looking for experienced programmers who 
have worked on substantial projects in a team 
environment. Knowledge and experience in the 
following is helpful: 

a. 68000 assembly 

K C language 

c. microcontroller programming (8031, 65xx, etc.) 

d. basic hardware knowledge 

e- grapliical user interface experience necessarv 



Technical Support 

To maintain its excellent customer support. Supra is 
addii\g to its Technical Support department. Respon- 
sibilities will include telephone and written technical 
support as well as other support functions. Candi- 
dates sliould have the following: 

a. knowledge of Supra's Amiga products and 
modems 

b. IBM i\ Mac'^^ and Atari^^' knowledge helpful 

c. excellent, courteous telephone skills 

d. excellent troubleshooting skills 

e. good wTiting skills 

f. well organized 

g. 3+ years ot computer background 



Sales 

Supra is currently adding to its in-house Sales staff. 
Applicants should ha\'e: 

a. excellent, courteous telephone skills 

b. knowledge of Supra' s products and the Amiga 
computer 

c. previous sales experience 

d. ctnnputer store /distributor b<H kgroimd helpful 



Supra Corporation is a well established manufacturer of modems and peripherals for many popular 
home /personal computers. Supra has been successful because of its unique combination of quality products, 
competitive prices, and excellent customer support. VVe are now looking for additiorial qualified people to help 
us continue our growth into the 90' s. 

Working for Supra includes many tangible and intangible benefits. VVe offer top salaries, monthly profit sharing, 
vacation and sick pay, and health insurance. In addition, working for Supra means working with exciting new 
products in an ever-changing business. Each day will be different and offer new opportunities and chances to 
excel. You will be working in an enjoyable, medium-sized company en\'ironment (about 50 people) where 
everyone is on a first-name basis and has an excellent teamwork attitude. And you will have the pride in work- 
ing for a well-known leader in the computer business. Supra Ct)rporation! 

To Apply 

Please send a resume (including qualifications and previous experience) and salarv requirements to: Supra 
Corporation, John Wiley, President, 1 133 Commercial Way, Albany, OR 97321 USA. 



Supra Corporation 
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by It Shamms Mortier, Ph.D. 



An Introduction 

to 




We Amiga 
folks are an 

obsessive lor. I 

keep hearing 

from folks 

around the country that they are spending 

r?\^enty-four hours a day in some 

interaction with their Amiga. Not that I 

think this is heaitiiy, but I can understand. 

Alter all, I could almost admit to the same 

thing. 

Being both an artist and musician, 
I've searched out al! of the Amiga tools^ 
software and hardware, that I could afford 
(and some I couldn't) to deepen my 
pursuits. The music sofr^*are that's outnow^ 
for Amiga users ranks ^ith the very best on 
any system, and in many cases surpasses it. 

Although the Amiga has some 
wonderful sound libraries that fully 
support its four intemal voices, I have 
become convinced diat the music that I 
enjoy composing and recording needs to 
interface with MIDI devices to reach its 
potential. The price of MIDI compatible 
players has come way down in the past 
three years, and MIDI is definitely a buzz- 
word in the micro market at present. 

The odds are about even that one of 
the major investments an Amiga owner will 
make soon after purchase of the initial 
system is a MIDI capable synthesizer, and 
I can only suspect that the sales of MIDI 
synths this past holiday season was better 
dien the year before (I know it was in my 
town). 




Everv^ article about MIDI begins by 
celling you that MIDI is an acronym for 
"Musical Instrument Digital Interface", so 
there L.Fve done it tool The defmition itself, 
however, says little about what MIDI 
actually does, or the reasoning behind it. 
MIDI is not a *thing". Instead, it is a 
software/hardware standard for 
interconnecting synthesizers, computers, 
and many other devices through specially 
configured MIDI cables. A good MIDI 
interface can send, receive, and pass thru 
MIDI messages, w'hich are themseh^es byte 
size codes that carr>' musical performance 
information (such as "change voice", "play 
note", "stop note", and '*change 
instrument", as well as other commands), 
.although MIDI is the closest format to a 
"standard", the MIDI "standard" is 
constantly undergoing minor revisions 
(with some major ones suggested for tlie 
near and fai' future). 

The idea of manipulating electronic 
signals to produce "pure" electronic music 
has its beginnings in the early twentieth 
centur>-. In 1903, Thaddius Cahili, an 
American entrepreneur designed an 
instrument that could send electronic 
tonalities over the phone lines, and he 
named it the Telharmonium. He v/zs 
planning to market these tonalities to 



subscribers. Just 
imagine the tlii'ill 
of picking up 
your phone and 
hearing a musical 
tone (a pre-cursor of the tonalities of dial- 
tone signals). Soon after World War II, xhe 
market was flooded by affordable tape 
recorders. Creative musicians began to see 
that this medium would be perfect for 
experimenting with sound. They began to 
physically cut the tape into strips after 
recording sections of it, then pasting it 
together again in different arrangements. 
The first \^oltage controlled synthesizer was 
utilized in the 1960's in the recording of 
"switched on Bach" by Waiter Carlos. The 
Microprocessor came to us in the late 
sixties, the real beginning of the MIDI era. 

THS AMIGA AND MIDI 

The /\jiiiga was not the first computer 
to realize MIDI teclmolog)'. In 1984, 
Apples, Atari 800's, and Commodore 64\s 
were breaking creative ground with MIDI 
devices. But the arrival of the .\miga has 
propelled MIDI and musical syntliesis into 
a new level of creativity-. None but the 
Amiga offer r^s'O-channel stereo sound 
from four independent sound generators 
(the PORTIA chip). Widi four voices and a 
expanding wealth of software to 
manipulate the possibilities, the Amiga 
with MIDI is now a stand-alone music 
machine in performance and the 
professional studio. 

(continued on page 22) 
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t943 25.95 

30 Pool „..„„„„„ 21 .W 

A'TtJkS „™.™„_„,_.. 84.95 

AdwiUgi, Tht . CALL 

AfMnh i w Tlwu Thu _.„ 30.95 

Abf 9mm 30.95 

MbeormRviipr 29.95 

^™ 30.95 

.. — 62.95 

._ _.. 23.95 

Audo Mntor I ez.95 

Airt Artb Mm. ..„ 24.95 

BAD. . . 29.95 

BAT,„.., „ 31.95 

Bitam or ?mm 10M ..,_ 30.95 

Bilblyx „..„.„ ,.21.95 

Bir flimM „..- 28.95 

Bin ind PtpW „,. ,..199.95 

BirbwUn II _„. 24.95 

Bif* Tilt ir _..„.„.._ 3«.95 

Bitmvi — .™.„ 28.95 

BitOi Chtn , . 29.96 

Bitfli ^tawfci 1M2 31.95 

BitSt e<pjK*Dft 24.95 

B«t9M df Hw*ton al .95 

BitMicltTTa Cr ^ft Inc; . 30,95 

B«[|j B«na . — 30.95 

BtodtOii 24.95 

BbodMonfy 25,95 

BIM AfOtH . . ». 28.95 

BroKtcMt TUv „..-._„.. t67.»5 

Bdtibk BobbH 22,95 

C«nDo.... .„.. 84.05 

Carman SinDliotyiurDpt . 30.95 
Camwi SinOltgo^A ..,„ 30,95 
Cam«n 8ai<M«o(UWortd ..30.95 

CNnubnt ol Krym 31.95 

Ch»8„.„.. „ .._. 24.95 

ChWfrraKer 2100 31 ,95 

C to wnomanli ^.- ,„ Z T .95 

CodanufTNT Iceman 37.95 

CckrmT* Btfjuwl 37,95 

Comic 6»tT^ ■■ 59.95 



AMIGA SOFTWARE 



CofrtcArtDbkaiM^)^ 


-20.95 


FA/!8 InliTOiptof 


..31.95 


IUitftQ«*t4 


-.37,95 


Coryjuwt of Canwtoe 


„ 37,95 


Fibon ,...,. , 


..31.05 


Kiitf«Foret^ 


-28.05 


Crt»lMo«Klno^)nKkie. 


-.37.K 


Opwatbn Courttnferta 


.-ld.OS 


Kri^tadliMSMi^ — 


™ 30.05 




„1l.» 
.20.flS 


hitnWon„ ._ .. 


„JT.OS 
„81.05 


KiMaLTm 


-.31.05 


Cuntt of tht Aon Bondi 


LHtEhiri^ 


™ 24,95 


Cycto_,.._ __ _. 


.-zfl.es 


RiMMiFradity . — . 


.-30.05 


Ubtn till Liny 


_ 25.95 


DflfolttBVIptr 


...24 95 


RmlDfK . „ 


..21 .OS 


Ubtn8titLanylfcrtI 


.37.95 




25 .9S 


RnlLe»n&W>rtli... 


„Z5.05 


lrHll13.0 


.21Z95 


DotandarOfTtwCnmn. 


..31.« 


HnttNMWi 


-25.05 


UTt and Death 


„31.95 


IMu»JWIu9b&}natr2.0 


„ei.» 


FIK^fllmiJttorll 


..30.95 


Uf/i(t Camtn Action .„ 


„-51,95 


OififttPiWItl 


.94,95 


eiiaitlttlf.-„ 


,,30.05 


LoolcwBrti .^„ 


.184.95 


tMica PhotdLab 


94 95 


StrgNi Khan 


41 05 


LOFdi of tht rasing Sun 
LoftholWar _ 


31 05 


Oafiwt Print II 


..sues 

120.05 


eFA8Mi]3.0 


..87.05 


._ 24.05 


DofuxB PrDduclbni 


ermiPrbClmJt.. 


,,27.95 


LUMDT „ 


„. 19.05 


De^inB VklBfl ID 


04 95 


erapnb Starltf Kit .,. 


..82.95 


M2Am^ - 

MZAm^Dfrbuggar...^ 


147 95 


DMionasaurut „, „.„. 


„30,ftS 


emship _...„ 


..34.05 


...77.95 


D^fclrold„ 


..50.05 


HtnfcillK „ 


..26.05 


Magk: Johnson 1 Meg.. 


...31.05 


D^b*Jnt30 -. 


„ 64,95 


H4Jlfly Davidwn ._ 


„31.05 


ManhiJrttBf-NYefSF„ 


...30.95 


O^MtwaoU „. „. 


124,05 


HMtWiw _.__.._... „ 


..28.05 


Maniac Mansion „..„.._ 


...28.05 


Dkiosair Disoonry Kll „ 


„ 25,95 


HerotOuBJt^ . . ..„ 


-37.95 


MathTik_.... 


._ 25.05 


ObkMattir 


20 96 


Hlhiif .„.. 


31.95 


Hath Ilk Frtctlont 


2S 95 


DbtamSm 


..41. OS 


Hob to On* „„^ 


.,21.95 


Matrix Mamdm .. . 


_.21.95 


Dm 2 Dot 


„30.» 


Hound rf BtvdM .-,.-...- 


-8 95 


Mav%Btaoon Typing „.„ 


„31.95 


DouMDn0»nll„ 


..21.95 


mflmBodkat^vrm^ 


..21,95 


Mubbn3.. 


.147,95 




..49.96 


tfirUomShootm 


.. 19.05 


Ulcrq Fteha Flltr Pka „ 


.114,05 


Or, Doofn'a Rfwogt — 


..24,95 


llO^I WlfTtof* „,-„„^H,„ 


„ 24.95 


MhiRKftudb VIJ^ 


™ 39.95 


DnQon FofCf ....„.>^„^„ 


„ 31.96 


lndyJonn-/h:«lon8ama 


..29.05 


HVitwdMagblt^-. 


_37.9S 


Draspn'aLik „„ 


„. 33.95 


InJrJbnn-eripNcAtfr. 


-30.95 


Mo(Mer3D 


-.82.05 


Ortj|Dn-sL*lrB , 


_ 43.95 


1tf«9U800 


„ 24.95 




_ 24.95 


Dragons ol Bwn ^, 


^Z5,M 


intn>C*d„. 


.,48,95 


Mov^8«tlir„ 


.„ 59,95 




187.05 
» 29,95 


IrwTvbbn* „™ „ .^. 
IfOfiLofd.., „„,.„, 


174.05 
..23,05 


Music X „ . 


„ 180.05 


D,U,D.E, „ 


MuUf«NhT^Turibt,-„ 


...28.95 


DingeonMittM 


„Z4.9S 


Island oTLoitHopt ........ 


..23.05 


NtthtfMjrtd ,...„„..„...., 


... 2Z.95 


DungsonQuttt 


.,31.95 


It Camt Fmm Tli« Dtttrt 


..31.05 


Nturommoer _._ .. 


...2S.05 


EirlWMwrBtMbal 


,.31,95 


JacKNiddtiAeon „ 


.,30,95 


NtwrMbd^. --- . 


.,.21.05 


Comm ofWLflPA.... 


..14,95 


Jftjons _ 


..30.05 


N»w¥flrtWtnl0fs-1 Mag 30.05 


BiJiPt(lDmi»r^.....„„.,.. 


..35.95 


Jo«iofA« ™„ 


,.25.95 


N^irtFonw.-™--.™. 


„. 28.05 


Bmptrt ..„.. . 


...31.95 


KuTfffgnjpp* 


„. 37.95 


Night Hifrter . 


._ 25.05 


E;tedtefioe1M«fl™. „ 


159,95 




..44,95 


Nud«rWir_. ^„ . 


„. 30.95 


Eye of Honis „ 


...24,95 


Kaytid. Cantmn 8t<\.M. 2t9.95 


Omtga . — .., — ,- 


,„ 30,95 


MaCombilPto 


..31.05 


Kfybd. Control 8t;t 3,0... 


10105 


Omnlptiy BiKb]l:Son 


5 30.95 


F>198ttilthRghlir 


...CALL 


KaTiK„.„ .,„ 


,.23,95 


Omrlptiy ibnt RKlhg 


-.30.95 


M0Pt«ut8lfn 


..28.95 


KhrfifluaHlZocJ.-™ 


.30,98 


OnLlntPUtkjiiii 


..58 95 



OptraflonWol. 

Optk» - ...., 

OtwfW. , 

Ov»f Rui „..™, 
Ptg»BtrTfcrw3-D„™ 

Ptgt ttto 2 . . 

Pai(^ ftraam . „ 

Pagaflfpfw PhM^ _ 



.22.95 

117,05 
„ 23,95 
.32.95 
»M.96 
„ 74.95 
119.05 
_ 87.96 
_ 20.95 



PW P*l 

Ptfsian Qui li<afm> 

Phisar 4 .,„ 

Photon Pairt 2.0 ,.... 

Pb Magb ...„...„. 

PhnrtolLiMt 

Pocl(»( Aoduli _,-. 

PoJlM Que»t 1 „,.. 

Pofloe Qunt 11 

Poofof BaJanot- 

Pepgtoui ,-,-.™„ 

P(m«rWldmn2.9. 

PoBWiiufnt „.^™. — . — 

pTinI Mtittf Piu» .... 

Pto Uotbn ....... 

Pro Ttinb Tow „_.^ — 

Pre VUao QoU . 

ProWrtlf2J _. 

ProFontol o»2 

Profwitenif Dtw ,...-.,. 

ProftMtoml Pagt 

Projwl Dt Badiup .„..,.,. 
Prospadof MifftolZof 

Pi*aamw.„ 

Piify'a8agi..._ .„... 

Punlt ttorytw* .„- 

OtA*SI*rtf 

Qk „.™™ 

Ouaritr Sack 

Rafi*oHI. „„. 

Rampagt ........ ™,„.„ 

Raw Copy ._ ... 



MASTER 3A 

Disk Drive $ 1 23 

FREE DEUVERY 

to lh» 4a Contiquoui Sigrt»* 



... 30.95 
... 84,96 
.„ 24.95 
.„ 54.95 
...87.05 
...57,96 
.„ 24,95 
.- 24,95 
.„ 30.95 
...37,95 
...31.95 
.„ 32.95 
...54.95 
„ 25.95 
-.24,96 
.,.51.95 
.. 25.96 
.187.05 
-89.95 
...21.96 

IIZOS 
. 187.05 
...30,95 

„ 24,93 
..25,95 
... 25.95 
..2S.95 
..41.95 
,„22.« 
.-42.95 
.-22.95 
,.24.95 
... 34.96 
...22.05 



Pllymb>g NoCftKMk 25.05 

nbkDiTfgnnuB 21.95 

RbkDav4s Socotr 1 Mag „ 30.95 

Fihg8ldt 24.95 

Rbk . . _.„_„. 24.96 

Fkijocop ^,_-^—.—.— 28.95 
Bo<*e« ftangw _™.™™. 31 .05 
Ronanoa/Thrat iQngdomi 49.95 

ScriWjb „ ,.. 24.05 

8crt>b4a Pltthim B7.95 

B«t Vfeens-Ovttf flpaot ,„ 22.95 

flhirtiAltack 24.95 

SNreAl ...30.05 

Ohoot "Bm Up Const, KH .., 14.95 

«hil11«puck Gtta .,„„.. 24.95 

8hiCHy.... .-.30.05 

Twnln Ed .„-.-...,.-.,„„ 14.95 

Skataor Db _....._.._„ 25.95 

8moolhTil(ir 25.95 

Soiii „ .,...-.- 51.95 

8pae« Ac* „.._..„.. ..„ 34.95 

Spioa HtTTlif .„.„„-.„„ 30.95 

8pK« OiMl 1 or 2 , „ 30.95 

9pM« (h»U„_ ^„ 37,95 

8p«ntr Bm 25.06 

8l»rF1^ „„„ 31.95 

flUr Trail: Tht Ftiai Front 34.05 

SkbrCruMdi 36.95 

8«li»A» 30.95 

Strip PokBT II .-...-.. „ 23.95 

8tr¥K.„ ,.„..„ ...21.95 

mtt Tnct R*Mf ,„ 21 .95 

8ifttr Hang On 28.05 

Si^i Star BasMbat CALL 

tuptrbttt Partomt -48.95 

Suptrbasfl Partonat 2 ....... 87.95 

8uptrt»9« Pro 3.0 .......... 189,95 

Supcrplan 87.95 

8wr* Of Twll^jhl - 31 .95 

T,V. Sport» BHketbill ..,„ 31 .95 

T.V. Sports Fdotbal ...31.05 

Targhin ....24.05 

TuflmkZO..,., .,....,.83,95 



ICALLTODAY! AUTHORIZED CALLTODAY! 



•A500* AMiGg C •A2000HD* 
•A2000* ' — DEALER^ 'A2500* 



Tffrtt .„. ^.. - 20.95 

T«s( Drtw 2 - TTw Dvtl ..... 27.95 

CilorEuTChi).„„„ 14.95 

WutcttorSuptf C«i .„ 14.95 

ThUr Finest Hm# 37.05 

ThWi»r „„ -„„™. 57.95 

ThW Courier . 28.95 

TT>utJ RUgt ._ ...29.05 

Thwdw BWa„ -„- 29.95 

TTg^r ^-„-„-.- »,98 

Tigsr cub ».6S 

UnwidLoft 24.05 

Tiadwra Oum 21.05 

Tunr>tli c* Awbo«*Jo 24,95 

T«rto OU Run ...„. 31,03 

Turix]aiiwr3.01 Meg,- 112,05 

TV«t«wV2.0 84,05 

TVTerf „ 84.05 

TVTuSProftwbntl 99.95 

T/phxm 0* B1«H 31.95 

Ullma 4 „ 38.05 

Utifm m -24.05 

Utr* DMljd 219.98 

Ulracin] Pha „.. „_ ST.65 

UT*«m 3 . ^^___ 31 .95 

V«m _» „™ 30.95 

VIOm Eftecti3-D _. 1 1105 

VMiO TW« V1.5 ..„_ 92.95 

VU*oec«p«3D . 122.95 

VKi-Arrtga-^ ^■~ 122-95 

Vo»ot Rcco^Bon »-.-- 109.95 

Vodtit ..„,.^ 24.05 

VTX Onlht .......,.._... 51.05 

War in MtckJb Eirtf) 30.05 

WaroltheUnod 23.95 

Wayne Gretrity Hockey 30.05 

WeWDrtlft*.- -...„,. 24,95 

WtntI Water ._.._ 25.95 

Works Plitkitm, Tht 107,95 

WoridABis^ 33.95 

World Class Leader Boinl 28.95 

Zjk McKracktfi .,.28.93 

Zoetropc ..,.„ 82.95 



VIDEO PACKAGE 

PANASONIC UIO CAMERA 

16MM LENS WITH VARIABLE IRtS 

COPYSTANDWrm UGHTS 

DEG^VIEW GOLD 4.0 

$419 DELIVERED! 



IVS Trumpcard Hard Drive ■ Trumpcard 500 Hard Drive 
Packages for A2000 Series | Packages for Amiga 500 



Seagate 

«T-1S7I**1 49 MEe,*2enu„.... 519 DB. 

8T-177N 80ME€ ilWI 839 Da 

8T-277N-1 80 MEO ., 5W Da 

aT-298M tOMEQ 810 DEL 

Quant umPfo Drive 

40MEG^CS|PToDf^^o „ 669 DEL 

BOMEGSCSIPfoDrfve 819 DEL 

100 MEG SCSI Pro Dftv© 879 Da 

mna Idts (nclud9 IVS Tnmpcartl SCSl t»nl ditw ctri, 
ciblt. aortwara Bid fflEE d«JhMrr In tha oortlguDtB 
USA TTiibnot*nt»»«fTi)t/lt ||tliaDickaa«. 



Hard Drive Cards f A-2000) 



Seagate 



0T-157H-1 49MEa-28m 
0T-177N eOMES HEWI - 



„ 539 DEL 

659 DEL 



Quantum Pro Drive 



40 MEG SCSI Pro DiV© .... 
80 MEG SCSI Pro Drive,,,. 
lOOMEGSCSPtoDrt^... 



Sa9DEL 
639 DEL 
899 D€l 



Ulitetrdi Iriclucla rV8 Trumpcard oirir. mourthg 
brill. cW. toftwtra, and FREE ^llwnr In the cont- 
louous U8A, 



SUPRA MEMORY 



Supra Ram 500 89 Dei 

Supra Ram 2000-2 MB .... 309 DeJ 
Supra Ram 2000-4 MB ....479 Del 

Supra Ram 2O0CM& MB 649 Del 

Supra Ram 2000-8 MB ,...819 Def 
incrudes FREE DELIVERY 
in the Contiguous 48 States 



Seagate 

ST-157N-1 49Mg-28rT»,.589D«flverodI 
ST-177h4-^Mg NEW 709Deav©r»dl 

Quantum Pro Drive 

40 fvlg SCSI PJo Ddve - 629 DEUVBSeO 
80 IVIg SCSI Pio Ddve - 879 DEUVBSD 
1 OD Mg SCSI Pro Drive - 929 DBJVB^D 

Tb**« Poc Id(p« tieVid* Tnimpcvd coo wic biiKv. tVS 
Tivmpc and ^9 hd cMrt C H . loThwtn ft fi»# d*i.r«iv k% 



Trumpcod AOO Bern Ejtpcindw cntA4)4* 



s> 



SeagatesupERSALE 



Secqate 

ST-157N-1 49M«fl-£^i .„ 406 0*1 

iST-t77N-60 MiQ NEW) ..™™™™™6t0 Dal 

ST-277N-1 60M#g , 509 D*l 

ST-2e6N 80 Mag „ ....„ 609 Dal 

Quantum Pro Drive 

40 M«g sea Pro Di^o 549 DEL 

80 fwlog sea Pn? DiVw 799 Da 

lOOMoQ SCSI Pro Drtvo fiW DEL 

Cod ffKJti™. XwNic'i OMAa hon*, ogtotooot ROM.eswto- 
coffla ctcylhy., 26 pbSC* com , dldk, ulRtlM rranud. 

cormouous 48 states 



XETEC Fast Card System 

Hard Driv* Ptsckoo** f6r Am(i 



GVP 



8T-125N 20M«g-8C8l.. 
8T-157N 4«MeQ-8C8l.. 



™ 289 

^ 299 

„..329 

eT-157N-1 4* Meo • 28 mi 349 

ST-177N 80 Meg* 8C8I ...„.„ _.4a9 

8T-225M 20 Meg • 8C8I „ _. ZSS 

8T-251 N 40 Meg * 8Cm . 375 

8T-277N-1 80 M«o ■ 8C8I 42fl 

8T-298N SOMflg- 8C8I.. „ „ 45fl 



Quantum 



40 Meg SCSI Pro Drive 399 

80 Meg SCSI Pro Drive ,649 

100 Meg SCSI Pro Drive 709 



Seagate 

ST-157N-1 40Mig-ZBmi 700 Del 

ST-177N-60 M»g HEWI ...^.„ 829 0«i 

ST-277N-1 eOhfig ..709 0*1 

ST-20SN 80 M*g 600 D*t 

Quantum Pro Drive 

40 M^ SC3 Ptu DtW9 ..-,., 749 DEL 
SOMoo sea Pro D«V» „»... 989 DEL 
JOO Mm SC31 Pro Dttro ..-. 1049 D€L 

Syi^m iTc kfOM^ukuv-f^of w^lh ov^o^TOOf ROM * •'C h^M fr, 
rTKnnl. Fcn^ Tioh cMi wifh utifM * tHtkimd K:^! Cobto 

REI DEUVtRY IN mi CONTIOUOtn 48 RATIS 



PRINTERS 



Panaionic 1180 .,...185 

Panatonic 1191 235 

Panasonic 1124 ...,., .285 

Panasonic 1624 N^W ., , 429 

Star NX 1000 Multl Font 2 1 85 

Star NX 1 000 Rainbow (Color) 21 5 

Star XB 1500 450 

Star UX 2410 299 

Star NX 241 5 599 

SlarXB 2415 , 579 



HC/0 SC9 Host Adoptor 199 

HC8/0+rD ConlT-0/K exp. 8 MB ....285 

R©movabte HD 44 MB Syquest 809 

WT ISO-StTOom Tape BV 150MB ....699 
GVP 68030/28 4MB -Math Co CAU 



GEN LOCKS 



Ami Gen 95 

Magnl 4004 w/ Remote 1 669 

Scan Lock 739 

Super Gen 659 

Super Gen SC. CALL 



Back Up Hardware 



Supefcod $79 Del 

Syrtchro Express S59 Def 

FREE DEUVERY in Contiguous 45 States 



MISCELLANEOUS HARDWARE 



FIckof Fkor ..-...,.,„. „. M2fl 

Portoci Sound „_ ».™. im 

Cotof SpWoT .,_ i\ 19 

MlQf opti l-tofKl Sconn©! „ CALL 

Shorp JX 100 Cotof Sconnof $769 

AmJgo Trockboi .,„ ., $72 

Cofdtejs MouM „-. .- ,. $99 

Grovfe Mouse SHck $55 

Supra 24003 In fomol (A20aJ> Modem .$139 
BoixJ BcfxJI Modom ,......, S106 



Supra 2400 
Ext. Modem & Cable 

FREE DELIVERY to 4a Contigucmi Siatet 




'Tfs/\ 



MaslfrGard 




NO CREDIT CARD 
SURCHARGE 



ORPCRtNG INfORMATlON: t-p^Jf? a^l*^^ rcf ImM 4*riwy t^a cti*i'*f» chmiki^t rr<or>n ertim^Pmtor^m Uf>aiiam^ly ^*AMmtam \i bit^t^ti^tiotitti.A* 
MfhiMra DT*n IX i^ rP»~S tor r.*-Ow«. m -^ njr^ (fi.oo. UiifarCf^Tl t-a VIM ord*«l M«M knckda tm- a I . * a/rmOon tkkKPd LawtK*. M tm^HfU atMuVvlwda B% H 
ii.00. M Ut^i to*9t9ti erd*n add 1: 7% »Klpplng. ititnimHm tl J JKL AJ PTPa^t »n>pi^ q^^IM ri • ConOvtfi^t^ U.&JL mtm th^#«d M ateH fcntnvd U3. mA i lv»ta« ifMl 



ORDER INFCIRMATION 
414^7-9181 FAX 414-357-7814 
RO. BOX 17882 Mil waukaai Wl 63217 



* $4,00. h Corim«nUI U.ajL VKbda SSOQ ttH 



idtt*^w*r^ M g y >ig<Pi 



iM»n D4«n. piMH MU e% tMppmd. «iri 
* MM t4T4) MT HI II In q6 vn m-i RA. i V i^ur rM j'n *r| net bt 



Circle 117 on Reader Service card. 



(continued from page 20) 
ECCEMIDl? 

Artistic creativit^^ is grounded in 
experimentation, and the tools of 
experimentation are continuously being 
revised and updated. MIDI lakes some of 
the repetitive and necessary tasks of music 
composition out of the realm of repetitive 
drudger^^ and into the arena of discovers'. 
MIDI is a "way", not a device, altliough tlie 
use of the MIDI standard does indeed 
require some very specific devices to be 
audible. MIDI cables interconnect MIDI 
synthesizers and otlier devices together. 
When you purchase MIDI cables get the 
best, since the quality of the signal is what 



MIDI is really about. Cables should never 
exceed fifty feet (about sixteen meters) in 
length, with much shorter conneaions if 
possible. This is because the ''sound 
events'' that pass through these cables are 
sent and received in discreet **chunks", 
comparable to the serial port 
telecommunicaiions standards. 

THE MIDI SIGNAL 

MIDI is transmitted serially, one bit at 
a time, at the rate of 31 ,250 bits per second 
(31.25Kbaud). MIDI code is transmitted as 
discreet ten bit bytes, consisting of a start 
bit, eight code bits, and a stop bit. The stop 
bit is added for transmission purposes, but 



TIGER 




1 eiji 
I En 
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is stripped off by the receiver. Some of the 
code conveys information about musical 
notes (note-on, note-off, change pitchy 
etc.) and some of the codes convey 
"patches", that is, where subsequent 
messages are to be rerouted to. MIDI can lie 
used to transmit continuously '^sampled" 
data. A seven bit sampling raie equals 3125 
Hz or 31 25 c>'cles/sec., while a fourteen bit 
rate would be 1562 Hz (cycles/second). 
The signals themselves contain discreet 
codes. For instance, the "note-on" 
command contains a "note number" ( 60 is 
standard for middle O^ a ''channel number'* 
that the note is destined for, and "velocity" 
(read as *' volume" in the range of 0-silence- 
to 127-loudest). 

SYNTHESIZERS AND OTHER MIDI 
DEVICES 

MIDI communicates on three 
separated lines, each of which requires a 
separate MIDI cable, and each of wliich 
determines a specific hardware 
configuration. These lines are labeled 'IN, 
OUT, and THRU". All MIDI compatible 
instalments, have all three of ihese options. 
MIDI OUT means diat die MIDI signal is 
processed in the host unit and then sent on 
its way to anotlier synth or device. MIDI IN 
means that the signal was initiated 
somewhere else and is soon to be 
processed in the target device. MIDI THRU 
allows the signal to pass through the 
implicated hardware. Some MIDI units, like 
the .\miga, need special interface units to 
allow for connection to synthesizers and 
other MIDI compatible devices. These 
devices modulate the previously 
incompatible signals.They change the RS- 
232 serial port rates to 31.25 Kbaud. There 
are several excellent brands a\'ailable. 
Some Useful Electronic Music Terms you 
should know: 

Sampling — translating analog sounds into 
digital units ''readable" by computers 
(samplers are sometimes contained in 
separate keyboard devices, and other 
times, referring to hardware interfaces tliat 
connect to a computer). 

Sequencer — a super tape-recorder-Hke 
unit and processor, sometimes in sofr^s'are 
form (as in Amiga softv^-are products). 

Polyphonic — more then one sound at a 
time. 

Timing clock — encoded MIDI timing 

uniLS; 24 MIDI clocks per quarter note (at a 

metronome marking of 60. a quarter note - 

1 second of time). ^ ^ 

•AC- 
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Cynthia Professional 



Coming up with interesting new sounds is 

one of the true challenges for today's musical 
artists. Modern electronic instruments are 
capable of producing a virtually unlimited 
variet>^ of heavily processed buzzes and beeps, 
not to mention far more sophisticated sounds, 
but, alas, most of these are not terribly useful for 
music-making. 

Well, make that commercially successful 
music-making. It can take an incredible amount 
of trial and error to come up with that elusive 
new sound that's guaranteed to catch and hold 
the mass audience's interest. Evidence of the 
difficulty of programming wonhwhile sounds is 
the fact that most musicians leave sound creation 
to a handful of professionals who spend entire 
careers developing techniques that go beyond 
the usual "poke-and-hope" methods. 

Because it is much easier to record the 
sound you want (if it exists) than to program it, 
MIDI samplers such as the Akai S900 and 
Ensoniq EPS have become quite popular among 
musicians in recent years. Want the sound of a 
screeching mud turtle for your new percussion 
track? Just stick a mike in the little guy's face for 
a few seconds, then take the tape back and feed 
it into your sampler, and you can play a whole 
chorus of turtles in tune if you like. 



You probably know that the Amiga 
computer serves as fairly good sampler when 
equipped with the proper hardware and 
software. The Amiga's electronics also include 
a capable hardware synthesizer. Synthia, 




introduced in 1987 by The Other Guys, 
capitalized on these capabilities by allowing 
you to synthesize samples entirely within the 
computer That is, the program combined 
various formulas for sound synthesis with 
parameters entered by the user to create new 
sounds, which could then be saved to disk as 
IFF sound files to be used by other programs 
such as Deluxe Music Construction Set and 
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SonLx, It was an interesting and useful 
program J but limited by tlie Amiga's eight- 
bit resolution and its inability to 
communicate witli external samplers. 

Now comes Synthia Professional, a 
completely revised and updated product, 
and a most impressive one, I don't hesitate 
ro add up front. This versatile sLxteen-bit 
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software synthesizer combines eight 
synthesis methods witli eleven effects 
processing modules to provide a virtually 
unlimited range of techniques for the 
relatively easy creation of new, interesting 
and unusual sounds. 

Best of all, Synthia Professional now 
supports transfer of samples ber^^een the 
Amiga and MIDI sampling keyboards and 
modules. If you have more than one 
sampler, you can use the program to 
transfer sounds between them at full 
sampler resolution! Directly supported 
samplers include the Korg DSSl, Roland 
S330, and S550, Ensoniq EPS^ and the 
program also supports the universal MIDI 
Sample Dump Standard (SDS) used by 
most other samplers. Unfortunately, since 
SDS is a fairly limited specification, the 
program w^orks much more efficiendy with 
die directly supported samplers. For 
example, wiUi tlie Korg you can transfer an 
entire mulusample at once. Synthia 
Professional also direcdy supports stereo/ 
multi-channel sound on the S330, and 
stereo/velocir>'-switched sound on the 



EPS. It's too bad the programmers didn't decide to 
directly support such popular samplers as the Emax, 
Casio FZl, and the various Akai samplers. 

Syntiiia Professional is a completely modular 
program. It's fully mukitasking and uses the 
Workbench screen which makes it a snap to access 
utilities such as clocks and text editors, while you are 
using the program. Each syntliesis and effects 

technique is contained in 
its own window, which is 
just large enough to 
contain the controls 
tlierein, and is accessed 
from drop-down menus. 
ThuSj you need never 
deal with extraneous or 
irrelevant controls-only 
tliose that pertain to the 
task at hand. Each 
module contains its own 
unique se: of controls 
with several that are 
common to all. For 
example, the Keyboard, 
Make. and Undo 
gadgets, which resemble 
small square buttons, are 
found in approximately 
die same place in each 
module's window. 

When you click 
on a module's Make 
gadget, Synthia 
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A bove: Siibtractive 

Synthesis Carrier ^ r i w t -^ , 

„^ - Professional generates a MukiSample or mstnnnent, 

Waveform i^- i ■ c , , 

which IS a set of samples strung out across the 

keyboard. Each sample has a root key (the key to which 

die original sample is assigned), a low key, and a high 

key. For example, you might generate a four-sample 

trumpet sample for naairal transitions from low to high 

notes. The root keys might be C2, C3, C4, and C5, the 

low keys the same, and the respective high keys B2. B3, 

B4, and B5. The sampler used to play back the 

instmment, whether the Amiga or a keyboard, creates 

tiie octaves between the root notes by speeding up or 

slowing down die sample playback rate. 

SETTING PARAMETERS 

The New Instrument Parameters module lets you 
customize MultiSample settings in great detail. You can 
set the number of samples, the root, low and high keys 
for each sample, total sample lengtii, high sample 
lengdi, and for 8SVX sounds, you can set die 
requirement that each successive sample can be twice 
the length of the previous one. Other settings here 
include sample rate, interval in notes between 
generated samples (defaults to one octave), duplicates 
(useful for stereo samples), and various loop settings. 
For a fast configuration, there are a number of useful 
multi-setting presets corresponding to the various 
supported Amiga and MIDI sampler fomiats. The 
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availability of these presets, plus the ability to save 
any setup as a startup default, are just a couple of 
examples of the many thoughtful touches that make 
this program a joy to use. 

THE SYNTH MODULES 

While it is easy to synthesize static, unvarying 
tones, they are generally not very interesting when 
used in music. Natural sounds engage our attention 
because they vary in their hamionic content over 
time. Thus the biggest challenge of synth 
programming is to create sounds whose timbres 
similarly evolve over time. Synrhia Professional's 
eight Synth modules w^ere designed with tliis goal in 
mind, but use vasdy different techniques to achieve 
it. These modules are: Subtractive, Additive, 
Pseudo- Additive, Plucked String, FiM/PM, 
Interpolation, Drum, or Noise Drum. There are 
example setups included for all modules. 

Subtractive is the oldest form of synthesis, in 
which a repeated soundw^ave is ''sculpted" with 
filters, altering the volume, and other effects to 
produce realistic 
sounds. While 
Subtractive 
synthesis is 

conceptually quite 
simple, ail of die 
controls used here 
are found in everv^ 
other Synth module, 
so ^'e'll cover each 
briefly. The 

Keyboard gadget 
brings up a window 
with an S8-key 
piano keyboard 
gadgetj playable 
wid"! tlie mouse, and 
various other 

controls. You have access to all 88 keys via the 
Amiga keyboard, but not at one time; you can shift 
up or down a few octaves if necessary with the 
Hmction keys. The currendy selected sample is 
indicated by hash marks on the piano keyboard 
gadget. The keyboard window is interactive with 
other modules, so that if you change the current 
sample in any window, the keyboard window 
instandy changes to show the keyboard range 
occupied by tlie new selection. If you play a note 
from the Amiga or MIDI keyboard, hash marks 
appear temporarily at die bottom of the struck keys. 
Unfommately, there is no indication as to which 
Amiga keys correspond to notes on the keyboard. 

Settings here also let you play your MIDI 
sampler with the Amiga keyboard or mouse, or play 
the Amiga internal sounds witli your MIDI 
keyboard, or both. There are independent MIDI 
channel assignments for incoming and outgoing 
signals. In Local mode, you can set whedier a single 
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sample is to be played back, arrayed across 
the entire keyboard, or the entire 
instalment. You can also set a default 
velocity' and sensitivity^ for notes coming to 
and from the Amiga's MIDI port. Finally, a 
speaker gadget lets you hear the current 
sample at tiie root key while displaying the 
root key on the keyboard. 

As mentioned, there are also Make 
and Undo gadgets in each Synth module. 
The Make gadget generates a new sample 
or set of samples using the current settings, 
while the Undo gadget restores the current 
instrument to its state before the last 
change implemented wiUi Make. The latter 
is particularly useful as it allows instant 
comparison of a sample before and after 
conversion. 
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Before you use Make, you can select 
whether the parameters used (i.e. number 
of samples, sample race, etc.) are taken 
from the New Parameters settings or from 
the current sample, which may have been 
loaded from disk or from a sampler and 
have completely different settings from the 
New Parameters module. In either case, 
you can also determine whether new 
samples are created for each sample in the 
current instrument. By changing these 
settings each time you generate a sound, 
turning on only one sample at a time, you 
can easily create a keyboard full of new and 
completely different-sounding instmments 
in a short while! Or to take another 
example, you could load in an Amiga four- 
octave bass instamient, tlien quickly 
replace each of the upper octaves with 
syntliesized drums, organ, and guitar for an 
instant one-man band. 

The next seuing in the Subtractive 
Synthesis module is one of the most 
common and yet most interesting gadgets 
in Syntliia Professional: die Wa\'eform. 
Clicking on it brings up a window- diat 
deserves a book in itself. The Waveform 
editor is a full-screen window containing a 
central graph surrounded by a bewildenng 
array of settings. You might spend all day 
here, but you'd never hear anything, 
because there is no way to preview^ 
individual wave sounds. There is a sixteen- 
slider "mixing panel" with five difi^rent 
mixing options. To the side and below the 
graph are eight sliders that let you control 
vertical and horizontal size, position, 
stretching, and tapering of the graph. You 
can also draw directly into the graph 
window with the mouse: a .setting lets you 
draw a solid or ''fuzzy" (e.g. for 
woodwinds) line. There are eight different 
"clips" settings for storing wavefomi setups 
in memor\^ for later retrieval. This is 
particularly handy since the same window 
is used for Envelope and Table settings. 
There is a particularly powerful iMLx setting 
that performs intermodulation of 
waveforms in various ways. Last, but by no 
means least, there are eighteen gadgets for 
implementing built-in waveforms and 
preset waveform manipulations. 

The next slider lets you alter die 
frequency of die root note generated, 
making higher or lower than the default 
specified in the New Parameter or current 
sample setting. Connected to diis is the 
next slider, "^'hich determines tlie degree to 
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which die frequency is modulated by lis related envelope 
(set with the graph window, described above), if the 
envelope is turned on. 

Finally, if a sample already exists for new samples to 
be generated, you can set the mix level bet^^een the two. 
The program defaults to 100%-tliat is, tlie new sound 
completely replaces the old. Using the associated 
modulation setting and its envelope, y^ou can set a 
waveform tliat modulates betT\*een the old and new sounds 
over time. Modulation types include additive, subtractive 
(for a flanging effect), and multiplicative "ring'' modulation. 

The next Synth module, Additive Synthesis, lets you 
use the waveform editor to define a sound's first 52 natural 
or integral harmonics. Pseudo- Additive synthesis also uses 
32 waveforms, but combines them over time via rapid 
interpolation rather than as overtones. One example 
provided of the latter technique, called Electrola, sounds 
uncamiily like a violin. In both cases, each waveform can 
have its own amplitude and modulation levels, as well as 
its own AM envelope. 

Synthia Professional's "Plucked String* synthesis 
mode uses a special algorithm to simulate tlie vibration of 
su-ings in plucked instruments such as guitars, banjos, and 
mandolins. This technique is also useful for simulating 
otlier sounds v^itli high initial harmonic content and rapidly 
changing timbre. Settings include string type (nylon or 
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steel) with an optional adjustable flanging effect, plus 
stretch factor. Supplied examples include a couple of 
basses, guitar, and a percussive "woodbeli". 

A simplified form of Frequency Modulated synthesis, 
popularized by Yamaha and its DX7, is provided in the FM/ 
PM Syntiiesis module. \Xliile die manual does not go into the 
differences between them, both use one waveform to 
modulate die phase angle of another. The manual does say 
that FM yields more 
"drastic, complex, and 
exotic" sounds than PM. In 
both cases, you set 
v.^aveforms for one carrier 
and one modulator, and if 
you like, an "index'' which 
modulates the modulator. 
The index is used 
effectively in the FM 
Saxophone example 
included. 

Interpolation 
synthesis uses, like 
Pseudo-Additive, 32 
waveforms J but in this case 
you can set a delay 
ber^^een each waveform. 
As with most scales In 
Synthia Professional, the 
delay setting is relative (to 
die left for fast, to the right 

for slow) with no quantitative settings available. 
Fortunately, you can always save a setting down to the last 
detail at minimum cost in disk space, as long as you do not 
save the sample along with it. Example interpoiative setups 
include a realistic piano and a bell. 

Finally, we come to Drum and Noise Dram syndiesis. 
These both use a hybrid form of synthesis to recreate the 
sound of anything hollow that you hit with a stick. Unique 
settings include decay, emphasis, and bass boost, which 
give you a choice of xMuffled or Booming. And Noise Daim 
adds a Snare setting, which can be Minimal, Tight, Medium, 
or Loose. 

THE EFFECTS MODULES 

In addition lo its various synthesizers, Synthia 
Professional offers a bountihil selection of digital electronic 
sound processing techniques, collectively known as effects. 
Each of tliese uses as input an existing sample, whether 
loaded from an Amiga disk, downloaded from a MIDI 
sampler, or created with Syndiia. While most of the effects 
emulate tliose available with outboard MIDI effects modules 
(musical hardware), some are available only here, and 
certaioly, the endless combinations make Synthia a truly 
unique and desirable tool for the sound professional even 
if you never use die synth modules. The disadvantage here, 
of course, is the amount of time required for signal 
processing. The outboard hardware devices do it iiistandy. 
As well, hardware effects processors permit lengthening of 
sounds without additional costs in memor^^ and transfer 
time. But they are not cheap. 



The first Effects Module is good old 
Amplitude Modulation. Here you use the 
waveform window to create an envelope 
that shapes your sound's volume overtime. 
Unlike the traditional four-point ADSR 
envelope, Synthia's A^^l module permits up 
to 256-point precision in the envelope. 
Examples include a banjo transfoimed 
from an electric guitar and percussive 
taimpet and violin. 

The Pitch Shifter effect leLs you 
change an instrument's pitch, either 
uniformly or variably over time using an 
envelope, useful for adding such effects as 
vibrato. 

Ring Modulation, to quote the 
manual, "is a mathematical operation 
which works by multiplying a repeated 
waveform (called the * Carrier'), by a 
sample.., changes the harmonic and 
increases tlie hamionic content of the 
instalment." Thus the process, by making a 
dull sound brighter and more interesting, 
seems akin to the "aural exciter" type of 
processor available from several hardware 
companies. For the most part, it does the 
job although results can be unpredictable. 

Angle Modulation, like FM/PM 
synthesis, uses phase angle modulation 
betrv^een vwo waveforms, but in this case 
the sample acts as modulator. Like ring 
modulation^ diis is a complex technique 
which requires much experimentation for 
fruitful results. 

Filter/Noise combines a highly 
adjustable audio effects filter widi an 
optional wtoe noise generator for effects 
such as wah wah, whoosh, wows, wind 
noises, and a host of others. The filter pass 
type can be set to Low, High, Band, or 
Notch. For all types, you can set the center 
frequency' and band width, both optionally 
being modulated by individual envelopes. 

Next, die Graphic Equalizer works 
just like tliose expensive hardware graphic 
equalizers, giving you a set of sliders to 
adjust your sound's frequency response 
tliroughout tlie audio spectrum. Synthia's 
3 2-slider software equalizer starts at 12 Hz 
(cycles) and ends at 16 KHz. Dramatic 
examples included pass the same horn 
sample through three different settings to 
demonstrate the range of effects possible. 

Syndiia 's Distortion Amplifier gives 
you a choice of Clipping, Doubling, 
Saai ration, and tv-'o Fuzz effects for diose 
nasty guitar sounds. And the Echo/Reverb 
module gives you 24 (!!) different echoes 
and reverbs, all widely adjustable with the 
Delay, Spacing, Feedback, Input and 
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Ou[puc Filter, Dispersion, and Gate 
controls. The Choais module multiplies 
individual voices and the Flangor/Phasor/ 
PhaseShift processor lets you add those 
groovy space-age special effects (e.g.) surf 
music. 

The final effect is heav^^-dut^^ The 
WaveShaper uses a powerful new sample- 
generation technique tliat lets you play 
with a sound's basic harmonic suiicture, 
hitherto an impossibility. Once again, die 
Waveform editor is used to create an 
important element, but this time it's a table 
that determines how input sections of ilie 
sound are processed. According to the 
manual, waveshaping is best for simulating 
real, complex-sounding instalments such 
as brass, woodwinds, and strings. 

ADDITIONAL FEATURES 

But tliat's not all, Folks! Synthia 
Professional also tluows in several highly 
useful utilities for editing your samples, 
such as a sample editor! Seriously, this 
highly effective tool is as good as those 
selling for $300 to $400 for other 
computers, and you get all the other 
goodies, too. You can cut, copy, and paste 
sections of your sound, set and fme-cune 
sample loops widi a variety- of crossfades, 
and perform a number of other necessary 
editing functions. If only die designers had 
thought to include a sample preview 
gadget like the one in the keyboard 
window-aaargh! 

Next, die extremely versatile Spare 
Sound module lets you tailor multisamples 
to perfection. For example, you can delete 
sounds from a multisample, or you can 
replace any sound in a multlsample with 
any other sound. You can also build a 
multisample by loading or creating sounds 
one at a time and appending them to an 
existing instrument. If you have an Amiga 
hard disk and Synthia supports your 
sampler's multisample structure, you can 
transfer all your sounds to the Amiga, tlien 
use Spare Sound to customize 
multisamples far more easily tlian with 
your sampler. The only drawback is the 
relatively lengdiy times required to transfer 
samples between tiie computer and 
sampler via the MIDI interface. 

The Re sample module is one that will 
be used constantly by some and not at all 
by odiers. If you have several samplers, or 
use die Amiga's sampling capabiiities in 
your music, you will be thankful it was 
included. Resampling simply involves 
converting a sound from one sampling 



frequency to anotlien If you transfer a 
sound bem'een samplers diat use different 
rates without first converting it, the 
playback frequencies will differ. That is, a 
note that's C on one instrument might be a 
D# on another. Conveniently, Synthia 
automatically performs resampling by 
default when uploading samples to a iMIDI 
de\'ice. 

Synthia's disk file handling section is 
as versatile as the rest of die program. Of 
course, you can save and load 
multisamples or single sounds. Supported 
sample file formats include raw, 8SVX IFF 
(used by Electronic Arts music programs), 
SS\OC LIST, Sound Designer (a Macintosh/ 
Atari ST sample editor), SoundScape, and 
SonLx. But the standard format is called 
AudioIFF FORM and AudioIFF LIST (in 8 or 
16 bits), one commonly in use on the 
Macintosh and that the designers predict 
will become a standard for Amiga. Thus, 
you can download public domain samples 
from a Macintosh BBS witli a modem and 
use diem instandy in Synthia with no 
conversion. You can also save and load 
customized window setups (any 
combinadon of windows and settings) with 
or without associated samples. 

Finally, the Midi menu yields access 
to Synthia 's various sampler-specific 
interfaces, as well as tlie generic Sample 
Dump Standard interface diat can be used 
with most non-directly-supported 
samplers. Each window offers a 
straightfor^'ard set of controls for 
Q'ansferring samples between computer 
and sampler widi special controls for some 
of the directly-supported samplers. It is 
interesting that aldiough the manual claims 
that the Korg DSSl's ''primitive memor^^ 
management system" prevents single 
sample dumps and loads, Digidesign's 
Sound Designer supports bodi with the 
DSSl. Also, there seems to be a small bug 
with non-looped DSSl mukisamples 
uploaded to the program, which regards all 
samples as looped. So you must unset die 
loop for each sound in tiie multisample 
separately. I can't speak for any bugs widi 
die other samplers, since I don't own them. 

For the most part, though, as with its 
predecessor, Synthia Professional's manual 
is one of the best in the industry. 
Comprising some 200+ pages spread out 
over diree volumes, die documentation 
includes tutorials, a glossar^^ and dio rough 
explanation of all program functions. Alas, 
diough, there is minimal explanation of 
synthesis techniques used and no 
reference to further research literature. 



Using Synthia Professional is a bit like 
ray tracing wliich also involves a setup step 
which can be simple or extremely lengthy 
followed by the processing step. 
Processing of small samples is usually fairly 
rapid, but complex processing of large 
samples can take many minutes. During 
diis time, die program is consuming most of 
your Amiga's resources, so multitasking 
really is not practical. Be sure to save your 
setup before running a complex process on 
a large sample. For example the program 
crashed several times (unsetting my 
battery-backed clock!) while doing so, 
using a sample that required over 500K of 
disk storage. 

Synthia Professional comes on three 
disks: the program disk, an Examples disk 
containing diose referred to in die manual, 
and an Extras disk widi SSVX instrument- 
building examples, including acaial digital 
samples to experiment widi. The program, 
while physically copy- protected, can be 
mn from a hard drive using a "key disk" 
scheme. Do not forget to include a line like 
this in your startup sequence: 

Assign 'Syndiia Pro:" DHLSynthiaPro 

You can buy proteaed and unprotected 
backups direcdy from die publisher. If you 
intend to use the program widi MIDI 
samplers, plan on a minimum of two to 
diree megab>i:es of RAM in your Amiga. 

This program is a must for anyone 
interested in sound, and in particular, how^ 
sound can be manipulated with computers. 
If you own one of the direcdy supported 
samplers and like to create new sounds, 
buy it-you won't be sorry. If die program 
doesn't support your sampler, write to the 
Other Guys and tell them you'll buy it if 
diey support you. It's a liuge cornucopia of 
goodies for sound experimenters, one you 
could spend years with and no: exploit half 
of its capabilities. 

*AC* 



^ 



Synthia Professional 

Version 2.10 reviewed 

The Other Guys Software 

P.O. Box H 

Logon, UT 84321 

(801)753-7620 

Price: $395.00 
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qi was slim pickins on the Amiga 
music range in the early days. 
But no more. Master Tracks Pro 
from Passport Designs and 
Bars&Pipes from Blue Ribbon Bakerj^ Inc. 
just rolled in on tlie noon stage, and 
Amazing Computing dispatched this fear- 
less reporter to cover the shootout. 

Over there with the Texas spurs and 
ivory handled Smith and Wessons is Master 
Tracks Pro; this sequencer has a grim 
understated Mac-like look tliat screams 
"this ain't no foolin' around; this is SERI- 
OUS rock'n'roll" 

And leaning against the bar sippin' a 
sarsaparilla with one hand and holding his 
sinister toolbox in the other is tliac mean 
hombre from Hotlanta Georgia - 
Bars&Pipes. 

The tension fills the air as these MIDI 
note slingers size each other up until sud- 
denly Master Tracks makes a slashing 
double click and pops onto tlie screen. 

MASTER TRjiCKS PRO 

Passport first released Master Tracks 
Pro in 1987 on the Mac and has since ported 
this best-selling sequencer to the Atari ST, 
IBM, and the Amiga. The prime reason to 
buy Master Tracks is that once you master 
it on one platform^ you are able to use it on 
any of the others; you only have to adjust 
for the different file formats and keyboard 
layouts. Master Tracks has been 
enonnously popular on the Mac market, 



and virtually any pro recording studio you 
go to w^ill ha\' e a Mac and a copy of Master 
Tracks Pro. So you can compose at home in 
the luxurious confines of your 13'* color 
monitor, save your work as a MIDI file, then 
modem it ahead to the stLidio and have 
your sequence waiting for you on a little 9" 
monochrome screen when you arrive for 
your session. Then if you need to do any 
fine tuning to your sequence, you will have 
a familiar interface without lugging your 
computer from home. 

Master Tracks Pro uses the venerable 
tape deck metaphor witl^ 64 tracks that use 
a precision 240 ticks per quarter note 
resolution. The interface is easy to learn, 
and the main screens include the Track 
Sheet, Transport window, Conductor win- 
dow, and Song Editor window. 

The Track Sheet window initially 
shows 8 tracks and indicates whetlier 
tliey're set to play, mute, record, solo, and/ 
or loop. The Track Sheet also shows die 
track name, MIDI output channel and any 
program change number. 

The Conductor window^ shoe's the 
metronome setting and time signamre, and 
tlie Transport window has the traditional 
tape deck controls as well as sub-windows 
showing current elapsed time and meas- 
ure, beat, and clock tick. Finally, tliere are 
seven buttons; the enable/disable, punch 
in/out, count-off, click, auto rewind, key- 
board transport control, sync source, and 
xMIDI channel thru. 



There is a large blank area to the right 
of the Track Sheet window. The manual 
suggests placing tlie Song Editor window 
diere. This is good advice; this arrangement 
works well. 

The Song Editor window' is so simple 
in concept that it's hard to grasp immedi- 
ately just how powerful it is. Tracks are 
represented as rows of little blocks; each 
block contains one measure of one track. 
Hollow blocks are empty and full blocks 
contain MIDI data. In the left margin is tiie 
list of ti'ack numbers (but not names, dam!) 
and at die top is the list of measure num- 
bers, plus room for tlie song markers. 
Markers are nameable and moving to a 
marker is a simple slap of the tab key or 
shift-tab to go back. This gives the conven- 
ience of an auto- locator without the incon- 
venience of tning to remember which 
locate number is what part of the song. You 
can edit each track or group of ti^acks with 
all the usual word processor t}'pe functions 
lilce inseit, delete, cut, copy, and paste. This 
is quick, easy, logical song editing. Fun, 
fun, fun. 

Double clicking on any track in the 
Song Edit window^ brings up the Step Edit 
window where you can fiddle with editing 
notes til you're silly. Notes are displayed 
piano roll style and again all die usual word 
processor-t}^e edit functions are sup- 
ported. Unlike the Song Edit window 
where you draw a box around data to be 
edited, the Step Edit window makes you 
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grab a 'time slice' which includes all notes 
from 0-127. If you want to delete the notes 
between G3 and C4 for instance, you have 
to use the Strip Data requester which is a 
major step down in convenience compared 
to clickj drag, Amiga -X - the jazzy way you 
chop out measures in the Song Edit win- 
dow. The Step Editor has a palette of notes 
from whole to 1/64 ths plus doited values. 
You can also specif^^ odd tiiplets for those 
Zappa-like note spurts. You can call up 
full note information by double clicking 
on any note, but tliere's no old fiishioned 
event list for displaying multiple fields. 
(ShucksO You can do step entry witli the 
mouse or from a MIDI conu-oUer. You can 
assign any keys to control step input and 
control the transport functions by remote. 
Typically, these functions are mapped to 
tlie top or bottom octave of your key- 
board controller. 

There are seven more windows for 
editing pitch bend, channel pressure, key 
pressure, modulation, controllers, pro- 
gram change and tempo map. The tempo 
map creates gradual or sudden tempo 
changes. You can program meter changes 
or tempo changes either by a percentage, 
a fixed amount, or an added/subti-acted 
amount; tlie velocity and continuous con- 
troller windows also have tliis Hexibiliiy. 
The graphic display of this infomiatton 
makes editing easy. Got out of control with 
your mod wheel? Smooth out tiiat curve! 
Clog up your MIDI data stream widi key 
pressure? Thin it out! 
One strange twist is that 
you can only see about 
120 out of MIDI'S 235 
values at a time, w^hich 
can be quite inconven- 
ient. Also, why is tliere 
no graphic velocity- edit- 
ing? This is a major over- 
sight; veiociry^ is one of 
tlie most common val- 
ues to edit. 

If you want to edit 
velociC>% you 11 have to 
use the Change pull- 
down menu to get die 
velocity requester, Otlier 
requesters allow editing 
of channel, duration, 
continuous controllers, tempo, data strip- 
ping, humanizing, quantizing and time fit- 
ting. 



You can set the quantizer to any 
value including odd tuplets and it can affect 
the entire note or attacks only. Notes ahead 
of the beat affected and quantize intensity 
are both set as a percentage. In addition, 
you can slide notes forward or backv^^ard in 
time. Fit time is of special interest to people 
doing work forfilm or video that has to be 
a specific length. You've written a great 




Above: Bars&Pipes' Main Sct-een 
including the tape deck controls, 
toolbox, and sequencer, 

Belotv: MasterTracks Pro 's Main 
Screen including Track sheett 
Conductor windoiv, and tape deck 
controls. 
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musical cue at 131 bpm but it's 34 1/2 
seconds long, not the 30 requested. Quick, 
what's the bpm to make it last 30 seconds? 
Relax, put away that calculator, call up the 



fit time requester and tell it how long you 
want the cue. It does the rest, Tres hip! 

Not so hip are the screen redraws. 
Popping open a requester takes several 
seconds and when you close one, the 
screen goes through a series of redraws that 
takes almost 5 seconds. Are they using die 
blicter or are they telling Ami to dummy up 
and think like a Mac? On the positive side, 
die timing of tracks is 
rock solid on play- 
back, even w^hen 
you're clicking 

around the screen. 

For locking 
up to tape, Passpoit 
sells their MIDI Trans- 
port which reads/ 
writes SMPTE and 
translates it to MTC for 
the sequencer to lock 
to. The Transport sup- 
ports 24 fps, 25 fps, 30 
fps and 30 fps drop. 

T had two 
main problems with 
die manual: 1. cheap 
plastic binder (c'mon 
guys, this is a $395 program!) 2. no index 
(where was that explanation? flip, no.,. flip, 
no,., flip, no,) Passport claims that the next 
version will have an index and will include 
features from their new mega Mac se- 
quencer Pro 4, Once you manage to find 
tlie information you're looking for, it's 
usually clear and concise. 

One truly exceptional feaaire is die 
ability to save sysex information with 
songs. Having all the necessary" patches 
automatically dump into the syntlis and 
effects wiien you load a song really gets 
mixdown sessions up and mnning in a 
huny. 



CONCLUSION 

All in all, this is a quality product. 
1 crashed it only once and was unable to 
reproduce it. MasterTracks Pro is easy to 
learn and reasonably fast to usq. Timing 
is rock solid, and it has a wealth of event 
and song editing tools. It's fairly pricey, 
but if you sequence music for a living, it's 
certainly worth having. The implementa- 
tion of some features is less dian optimal 
but lean more toward tlie mildh^ annoying 
rather than the derangedly obtuse. Master 
(continued on page 34) 
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• Senang the Amiga community with 4 years 
of solid information. 

• Up-to-date news and insights. 

• All program listings available on disk. 

• More editorial content than any other 
Amiga resource. 



W^iien dealing with its readers, Amazing Computing For The Commodore Amiga 
stops at notliing to give tliem the quality they are looking for in a magazine. With 
four years of experience behind us, we can only guarantee that we will grow with 
our readers to maintain our exclusive position in the Amiga community. 

SUBSCRIBE 

Call today 
1-800-345-3360 
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AC GUIDE 




• Featuring over 2200 product listings. 

• Containing over 500 Amiga Vendors. 

• Over 330 freely redistributable 
programs listed. 

• The only complete source of Amiga 
product information available. 



Amiga's #1 resouce for product information. 

AC'S Guide To The Commondore Amiga has only one purpose: To supply Amiga users 
with all the Amiga product information they need at their fingertips. AC's Guide was 
designed with the reader in mind. It is categorized by Soft^vare.^ Hardware, and Public 
Domain, all of which are broken down into subcategories. Indexes by product and by 
vendor make finding a product that much easier! 

SUBSCRIBE 

Call today 
1-800-345-3360 



(co ntinuedfro m page 3 1) 
Tracks Pro is especially useful to chose who 
often take their work to other people's 
studios that use other computers for se- 
quencing. .After all, a familiar interface in a 
strange setting can feel like a fond letter 
from back home. In a busy studio setting, 
the Song Editor window with its speed and 
ease of use could make all the difference 
betvv^een getting a callback or 
getting your business card lost. 

K^iRS&PtPES 

^— ^^ ars&Pipesisthe 

I 1 ^ first musical 

^^ I ^ offering from 

xL^ Blue Ribbon 

Bakeiy and an 

ambitious one indeed. 

Bars&Pipes is an all- 
Amiga program; while Master 
Tracks Pro has an austere 
serious look, Bars&Pipes 
emotes ±e v^ry soul of the 
Amiga and lets it all hang out 
graphically. It has a cheery eight color 
display in shades of red, white, blue, grey, 
green, black, yellow and purple. Instead of 
ordinary rectangles, the buttons are 
irregular polygons and the pointer looks 
like a saxophone. Frankly, it all looks a 
trifle demented, and personally I LOVE itf 
Making music should be fim, and 
Bars^Pipes looks like fun from the 
moment you boot it up. 

Like Master Tracks Fro, Bars&Pipes 
uses the tape deck metaphor. It has an 
unlimited number of nacks and 192 ticks 
per quarter note resolution. Across tlie top 
of the main screen are the tape deck 
controls, the time counter and the loop, 
and punch mode buttons, each with its 
own bizarre shape. 

The left side of the screen has buttons 
for opening the toolbox (where you keep 
your hammer, saw, and wolverine, 
naturally), allowing for selection of the 
toolpad, metronome, group select, solo 
and mute, moving tracks in the sequencer 
display and the a-b-a song editor. Filling up 
tlie bottom half of the screen is the 
sequencer which shows from left to right 
die track names, input select, input 
pipeline, record status, sequence note 
window, thenormal/mute/thru faucets (to 
pour MIDI data dirough of course), output 



pipeline and MIDI output channel 
indicators. Across the top of die sequencer 
are the various position markers for editing, 
looping, and auto-locating. Across the 
bottom are the various scroll bars and 
horizontal sizing gadgets for adjusting the 
relative size of each part of the screen. 
Enthusiastic adjustments of these controls 
unfortunately led me on a trip to the Guru. 




Above: Bars&Pipes' Editing Screen, 
Bars&Pipes allotvs non-destructive 
real time editing! 

Beloiv: Master Tracks Pro 's Step Edit 
imndoiv including a palette of notes 
from whole to l/64tbplus dotted 
values. 



is the pipeline. You have pipelines 
directing MIDI information into the 
sequencer tracks and others directing MIDI 
data back out to your synths. Into these 
pipelines, you place pipetools that you 
select from the toolbox. The input 
pipelines use pipetools to alter tlie data on 
its way to the sequencer. 

Pipetools in the output pipelines let 

you non-destructively edit the 

playback of your tracks in real 

time! Grasp the enomiity of it - 

non-destructive real time editing! 

For instance, suppose you want to 

quantize a track. Witli a normal 

sequencer, you have to perform a 

desti\ictive edit in non-real tiaie, 

hit play, and listen. If you do not 

like the result, immediately hit 

undo to get the original U'ack back 

and start over. With Bars&Pipes, 

you just drag a quantize tool into 

the pipeline, pop it open, and 

fiddle with the quantize controls 

until the playback sounds just right 

to you. You can have as many 

tools on as many tracks as your 

memory can suppon. By placing a 

quantize tool in each of four tracks 

containing kick, snare, h:-hat and bass. I 

was able to fine tune the performance 

of each part. I made the kick a little tighter, 

the snare a litde looser, cleaned up my 

sloppy lii-hat playing and then adjusted die 

bass quantizing til! it was grooving ^-itli tlie 

drnms. Bingo! 
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You probably noticed a few items 
mentioned not normally found in a 
sequencer. Toolbox, toolpad, pipelines, 
faucets? Read on intrepid one, all will be 
made clear. The basic idea of Bars&Pipes 



of rerecording a 
part chat's a little 
off rhythmically, 
it's a lot more fun 
to just wrench it 
around with 
some pipe tools 
till it sounds like 
^iiat you meant 
to play in the first 
place. Good 
.saiff. 

Besides 
quantizing, 
there are tools for articulating, echo, 
keyboard splitting, modulation, andplirase 
shaping to name just a few. With this 
innovative program, you can e\^en 
combine any number of tools to create \^our 
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own custom MacroToois, One Macro-Tool 
that illustrates tlie power of this concept is 
the Triad which generates a three note 
chord from each note that enters it. Triad 
is simply two transpose tools lashed 
together. Imagine what a truly 
adventurous MacroTool might do. If you 
insist on doing destructive editing, the 
toolpad lets you apply any tool to any track 
or part of a track. You also can select up to 
8 track groups to solo, mute or edit en 
masse. This is good for editing string or 
horn sections as well as the classic 
sequence plug ugly; the MIDI guitar part 
recorded onto 6 separate tracks 

After recording something into 
the sequencer, a tiny piano roll score 
appears in the sequence window. On 
playback, a vertical line slides across 
tlie screen showing what is presently 
being played, so fmding notes that need 
editing is ver>^ simple. Double clicking 
on any track's sequence window pops 
up the sequence editor which has a host 
of display options: lyrics, chords, key 
and scale/mode, rhythm, dynamics, 
time signature, note velocity, pitch 
bend, mono after-touch, poly after- 
touch, control change, and program 
change. True to any Amiga lovers heart, 
all these options offer graphic editing. 

Notes are displayed on a staff, 
piano roll or both. All diis can get to be 
a bit much to scroll around in, so I 
generally start with just the piano roll 
and note velocity, adding to the display 
as needed. One very useful feature is 
the Auto Range function which 
automatically centers the track's notes 
in the display. Bars&Pipes supports the 
usual cut and paste operations as well 
as tools for getting down and dirty in the 
MIDI data. The magnifying glass opens 
a window showing MIDI data for any 
note it's over, but there isn't a MIDI 
event list. 

There are tools for drawing in 
new data, lengthening and shortening 
notes, moving notes and erasing them. 
Selection can be individual or by 
drawing a box around an area to edit. 
The toolizer applies pipeline tools to 
edit regions. For step entrv^ there are 
pop up menus for note lengtli, 
articulation, volume and tuplet values; 
this is a trifle slow. Instead of pop up 
menus, Bars&Pipes needs a note palette 



which is always open and visible. Also 
there are no provisions to change note 
lengths from a MIDI keyboard during step 
entry, but it does have MIDI keyboard 
transport control and pitch entry. Clearly, 
traditional step entry is not Bars&Pipes best 
suit. 

But Bars&Pipesgets really interesting 
in its very non-traditional step entry. 
Before entering a single note, you can 
specify song parameters like chords^ key 
signature and rhythm which can constrain 
the note's pitch and timing. Then flail away 
in the edit window and all the notes you 



draw are automatically in one key and on 
the beat. The Pipe tools also come into play 
with Accompany B; Bars&Pipes creates 
chords to match your selected chords and 
rhytlim. 

The Counterpoint tool generates a 
counter melody in your selected key and 
the Transpose tool shifts parts up or down 
while staying in key. If the key or chord 
you want to use isn't in Bars&Pipes 
extensive collection, you can create your 
own. There's alot of versatility^ here for 
using Bars&Pipes as a performance 
insDTjment or an algorithmic composer. 



DR. OXIDE SLICES PRICES! 



Comp-U-Save'scost-cuttmg clinician is at it again! 
This month Dr. Oxide, a bargain-basement surgeon if 
ever there wasone. offers the industry's lowest prices 
on hardware and software, plus special deals on 
products available only through Comp-U-Save! 

BUILD YOUR OWN HARD DRIVE KITS! 

5 ^ powered hard drive chassis wilh fan 



Call our BBS at {S04) 587-S66M4 houn a day. 



powered hard df*ve chassis with Ian 



only $120.00 each 
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500 SCSI interfaces w/passthru and software 

5189.99 w/room for 2 megs 

^ r> Ait yOiJ neta '5 a SCSi harO drtve 
3r,d you re reaOy to RoQk anQ RoH' 

A1000 SCSI— $215,00 

Can (Of SCSJ hard dfive prtcss 



We are one of the 

LARGEST AMIGA DEALERS 

in NY STATE! Come in and see us at our 

WESTBURY, NY STORE 

VIDEO/DESKTOP PUBLISHING 

Video and desKtop pubtishing packages are our specialty Please call 
fOf advice on what package w>li suit yotr needs Fforn beginner (o fxo- 
tessjonai our staif can rwip yoo make me right dec^ston cm the hard- 
wafft and software you need, at the nghl pnce lo fit your budget 

M.A.S.T 

UNIDRIVE $125 

TWINDRIVE $239 

AMIG-A-TOSH $175 

AMIG-A-TOSH+ $209 

MICROMEGS 512K $125 

MINIMEGS A500 A1000 

1 MEG $340 $375 

2 MEG $499 $535 
TiNY TIGER II HD CALL 
INFINITY MACHINE CALL 

Amiga Hard Drives 600 - 1000 (add $75) 

20 Meg— S475.00 32 f^eg— S645 00 45 Me§— $720.00 

Amiga External Drive $139.99 

Only Uses Half the Power of 1010— with Pass thru 

Amiga 2000 Internal Drive $95.00 

Panasonic WV 1410 Video Camera 

For Digitizers- S 1 89 .99 1 6 M M Lens— $25 .99 

Special 2400 Baud Modem w/cable— $129.99 

Comp-U-Save 

410 Maple Avenue, Westbury, NY 1 1 590 




A2000 HARD CARDS! 

30 megabyte 25 ms $565.00 

40 megabyte 11ms $640.00 

45 megabyte 25 ms $659.00 

80 megabyte 11 ms $975.00 

MEMORY BOARDS! 

A2000 8 meg board w/2 megs $395 

A500 2 meg board v//2 megs $440 

AtOOO 1.5 meg board w/1.5 megs $375 

$.89 



SONY DISKS 



DS/DD 3.5" 



•NEW! ADVANCED GRAVIS JOYSTICK $36.99 



NBW GRAViS MOUSESTICK 



$74.99 



■k Call for great prices on 

QUANTUM HARD DRIVES! 

* We carry tons of hardware and software 
for the Amiga. Call for prices. 

We welcome dealer inquiries on all our products. 



MONTHLY HARDWARE SPECIALS 

SYQUEST 44 MEG REMOVABLE - 5.25" 
W/CARTRIDGE - 25 MS $799 



PRORAM 1 .B MEG A500 OK 
HURRICANE BOARDS 



$125 

CALL 



In NY Stat« (516) 997-6707 (Tftch Support) Outside NY State (800) 3S6-9997 (Orders Only) FAX (516) 334-3091 



Circle 124 on Reader Service card. 
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The New Force. 




T.ACL, 

The Adventure Constaiaion 
Language allows you to 
create commcrcial-qualir)^ 
ad%"enture games limited 
only to your imagination. 
TA,C1, suppons IFF 
graphics (including R-Ul), 
sound, different text st>'les, 
vector graphics, and more. 
S99.95 



Momentum Check 

is a full-featured check- 
book management 
package thai makes 
checkbook management 
easy. Class codes allow 
you to track any expense. 
Use standard repons or 
create your own custom 
repons. Momentum Check 
makes reconciliation a 
breeze. S29,95 





Momentum Mail 

is an easy-to-use mailing 
list management program. 
Why fiddle with 300-page 
manuals and spend hun- 
dreds of dollars when it 
can be this easy and 
affordable. Ready to 
use. User deflneable print 
setup allows for different 
size labels. $29.95 



TeleTutor 

Ls an interactive telecom- 
munications tutorial. 
Everything about telecom- 
munications in one place. 
Teaches the use of 
bulletin boards, file 
transfers, modem com- 
mands, file compression, 
etc. H:us a simulated BBS 
to practice uploading and 
downloading. 529.95 




ra 



Micro Momentum^ Inc, 

P.O. Box 372 

Washington Depot, CT 06794 

Info Phone: (203) 567-8150 

Order Phone: (800) 448-7421 



circle llt on Reader Service card. 



There are some features in 
Barsf&Pipe's Edit window dial simply 
scream for impro\'ement. Zoom in/out has 
no keyboard equivalent or icon so the 
pulldown really gets a workout. Also, you 
can't hear completed edit changes with the 
rest of the tracks immediately. You have to 
use die listen command which solos tlie 
edited track or close the edit window to 
hear it with the whole ensemble. To add to 
die confusion the Listen command (.\miga- 
L) in the edit window is also the keyboard 
equivalent for the Load command in the 
main screen. Oyvey! Also when selecting 
data the screen doesn't scroll when you 
reach the sides. This is true for the main 
sequence window as well. Wlien I called 
up Blue Ribbon with these gripes, they 
cheerfully wrote them down and promised 
to fix them ASAP. After seeing the number 
of upgrades and bug fixes from versions 1 .0 
to 1 .Od, 1 have a fair amount of confidence 
in dieir assurance. But if these problems 
will create problems for the way you work 
make sure and check the latest version 
before you buy. Caveat emptor. 

For song constmction, Bars&Pipes 
offers die a-b-a window. You specify song 
sections by lengtli or measure numbers and 
then enter the order they should piay in. 
While this isn't as versatile or intuitive as 
Master Tracks Pro's song editor, it does get 
the job done. One exception was when I 
tried to assemble a song with multiple time 
signatures; a-b-a got a litde confused. Blue 
Ribbon says they are aware of the problem, 
and they plan to T\k it real soon now. 

Tracks can be in song time or real 
time. Real time tracks assign notes to 
SMPTE times using 24 fps> 25 fps, 30 fps or 
30 fps drop. Tempo changes to songs can 
be set either from SMPTE times or song 
times and changes can be instant, linear, 
logarithmic or exponential. One nice 
touch is the Tempo Palette which lets you 
keep four tempos ready for instant recall. 
This comes in handy for recording fast 
leads with tlie tempo slowed down then 
selecting full tempo where suddenly it 
sounds as if Keith Emerson came and 
dubbed some blistering parts for you. 

Bars&Pipes can save to MIDI File 
Format One and also print out a rough lead 
sheet of your song. 

Bars&Pipes has a well-written 
manual; it is ring-bound, comes with its 
own stand, has a complete index and is 
friendly and informative. (Taking notes, 
Passport^ 



CONCLUSION 

BarS(&Pipes is a diamond in the 
rough. While some pans of the program 
are irritatingly incomplete, others are so 
brilliant you can't help but sing hosannas. 
The real test of the pudding will be in the 
fixes and follow-ups. Since Bars&Pipes is 
a modular system, it has already attracted a 
core group of musician/programmers who 
are writing up pipetools to blow the mind, 
ears and other intrinsic areas of the 
musician's soul. 

I love pipetools. Using my mediocre 
percussion and keyboard skills plus some 
pipetool magic, I recorded a song that 
earned my first radio placement. Perhaps 
I could have done as well \\'ith Master 
Tracks Pro, but then again you have ne\'er 
seen how silly I look with a pair of dmm 
sticks in my hands. It's not a pretty sight. 

Which one? Decisions ^ decisions.... If 
you know what you want, you can play it 
fairly well and tlien T;\-ant to fine tune and 
song arrange it, Master Tracks Pro will fit 
your bill admirably. 

If you tend to fool around in tlie 
studio, love to experiment and are open to 
curious music experiences. Bars<^'Pipes 
will definitely reduce your need for coffee 
to keep you stimulated. 

Whichever one you choose, you'll be 
choosing one of the two best sequencers 
on the Amiga. Which is Number One? 
Ummmmmmm. . . . 



/f= 



^ 



Products Mentioned 

Bars&Pipes 

Blue Ribbon Bakery, Inc. 
1 248 Clairmont Road, 

Suite 3D 

Atlanta, GA 30G30 

(404)377-1514 

Price: $249.95 

Inquiry #204 

Master Tracks Pro 

Passport Designs, inc. 

625 Miramontes Street 

Half Moon Bay, CA 94019 

(415)726-0280 

Price: $395W 

Inquiry #211 
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£ii. iVo/e- Dr. Ts Music Software recently 
released a new version of Keyboard 
Controlled Sequencer (version 3.0). This 
currect release features an improved user 
interface. We hope to have a full review of 
the new version very soon. 

Dr. T's Keyboard Controlled Se- 
quencer is a powerful, multi-layered 
MIDI sequencing program. Level II is 
an enhanced version of KCS which 
adds a variety of unique editing fea- 
tures and the ability to generate vari- 
ations of existing sequences with only 
a few keystrokes. Level 11 is probably 
the most powerful MIDI sequencer 
available for the Amiga, but its power 
comes at a price: while it is easy to get 
staned with KCS and Level II, it takes 
time to feel at ease with all the complex 
features of the program. 

MIDI sequencers have tradition- 
ally belonged to one of r^v^o families: 
the "pattern" type (like Texture) or the 
"multi-track tape recorder" type like 



SoundScape with the FastTracker inter- 
face. Each design has advantages and 
disadvantages. The pattern type can 
limit the user to short patterns and 
make it difficult to record parts running 
for the whole song. The tape recorder 
type can require a great deal of cutting 
and pasting to build short segments 
into longer songs. 

KCS and Level 11 overcome these 
problems by offering three distinct op- 
erating modes: Track Mode, Song 
Mode, and Open Mode. The variety 
allows the user to choose the mode 
which feels most comfortable and best 
suits his style of music. KCS does not 
force you to "bend" your music in a 
certain way to fit the demands of the 
program. Indeed, the liberating srvie of 
Open Mode encourages experimenta- 
tion and creativity- by allowing you to 
make radical changes in arrangements 
with only a few keystrokes. 



TRACK MODE 

Track Mode is the traditional 
multi-track recorder approach used by 
other sequencers. The first track sets 
the length of the song and the other 
forty-seven tracks loop along with it. 
The tape recorder metaphor and con- 
trols make it easy to get started in this 
mode. All you have to do is hit record 
and start playing! Once the first track is 
finished, you record other tracks in 
sync with it, 

KCS offers an interesting "loop 
mode" which allows you to keep re- 
cording track after track until you get 
one you like. Each newly recorded 
track can be automatically muted so 
you only hear the background tracks. 
The KCS manual suggests using this 
mode to record a number of "takes" of 
a solo, but 1 found it useful for ordinary 
recording. The looping allows you to 
keep recording a part until you are 
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satisfied without having to touch the com- 
puter keyboard. Once you have finally 
played the part correctly, it is easy to erase 
all the flawed tracks. 

Track mode offers a variety of other 
options. You can use the punch in function 
in a simOar way to record over a few 
mistakes in an otherwise suitable track. It is 
also easy to merge tracks. KCS can use 
muting options to control which tracks are 
mergedj which allows a great deal of flexi- 
bility in assembling parts. KCS also has 
dedicated keys to "time shift" MIDI tracks. 
By moving parts forward or back by a 
couple of iMIDI clocks, it is easy to change 
the feel of a song. In general, Track Mode 
provides a familiar way for new KCS users 
to get started with the program. 

OPENMODE 

Open Mode is where the real power 
of KCS lies. Here tlie user works with se- 
quences instead of tracks. KCS treats a 
sequence as a kind of subroutine which can 
be called from another sequence. By string- 
ing several sequences to- 
gether, complex musical tex- 
tures can be assembled. The 
final "song" might consist of a 
control sequence which calls a 
drum sequence, a melody se- 
quence, and a sequence with 
chord changes. Since the song 
can be modified by changing 
the control sequence, it is easy 
to change key or tempo and to 
modify the structure of the 
song. I like to start by assem- 
bling a drum part. I have a 
librar}^ of 1 bar drum patterns. 
I "program" a drum control se- 
quence which assembles the 1 bar se- 
quences into a longer progression. Now by 
calling tliis drum control sequence, I can 
treat my twelve one bar patterns as a unit. 
Since my master sequence can just call the 
drum control sequence, I don't have to 
worry about all the individual drum pat- 
terns. 



The programming metaphor used in 
Open Mode is extremely powerful. If you 
are familiar with computer programming, it 
will seem quite natural. Essentially, se- 
quences can call other sequences like 
subroutines. KCS Open Mode offers a vari- 
ety of repeating and transposing options 
that make it easy to assemble short se- 
quences into longer songs. For instance, a 
typical song might use an AABA form. In 
Open Mode, you simply have to record one 
sequence for the A section and one se- 
quence for the B section. Then your control 
sequence can call the A section sequence 
twice, the B section sequence once, and 
then, the A section sequence again. Now 
your control sequence will play an entire 
chorus! It can be called in turn by a master 
sequence which controls how many cho- 
ruses are in the song and might even modu- 
late tiie key after the third chorus. 

It is even possible to set a KCS 
sequence up to repeat indefinitely. This 
could be useful in a live performance situ- 
ation, where you "vamp" (repeat a section) 
until everyone 
has had a 
chance to solo. 
The Open 
Mode play 
screen allows 
you to start and 
stop sequences 
from the com- 
puter keyboard, 
treating KCS 
and your Amiga 
like a giant in- 
teractive instru- 
ment. KCS also 
offers a random 
function which can be used to randomly 
choose from a variety of sequences. One 
use for this might be to record a variety of 
chordal accompaniments. KCS would 
choose which of the sequences to play 
each time through the song, adding variety 
to a stock arrangement. Some twentieth 



# There isn^t 

enough space to 

describe all of 

the KCS/Level II 

editing 

features,.,. 



centur^^ composers like Jolin Cage and 
Stockhausen have uTitten compositions 
where die performers randomly decide 
which notes to play. KCS's Open Mode 
makes it easy to explore tliese kinds of 
options in your music. 

SONG MODE 

Song Mode is a kind of mixmre 
between Track Mode and Open Mode. It 
essentially allows you to arrange tracks or 
sequences in order to control how many 
times each repeats. It lacks the power of 
Open Mode control sequences, but is 
somewhat easier to use. All recording must 
be done in Track Mode or Open Mode: 
Song Mode is just used to stitch pre- 
recorded patterns into songs. 

If tlie variety of modes sounds con- 
fusing, take heart: it*s really not as bad as it 
seems. KCS provides a number of com- 
mands to switch sequences to tracks and 
vice versa . This allovv^s you :o choose which 
Style of sequencing suits your temperment 
and material while still having access to 
powerful features if you need them. There 
is a lot to be said for this flexibility, but it 
does make the program more complex. In 
general, I like having the various modes 
available, but tend to stick with the Open 
Mode. 

MIDIDATA 

One important issue is how the se- 
quencer presents MIDI data to the user. 
Some sequencers hide all die xMIDI event 
lists, allowing the user to edit data using 
graphic images. Some allow the user to edit 
music notation. Others force you to be- 
come intimately acquainted with lists of 
MIDI notes. KCS falls squarely in tlie latter 
category. There is no simplified graphic or 
music notation interface integrated into 
KCS. You have to deal witli every^ note in 
terms of its time, duration, velocity, and 
note value. At times, this requires the user 
to make confusing calculations about how 
many MIDI clocks are left in the measure. 
(continued on page 44) 
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revietv by Rob Bryanton 



After almost two years of advance 
publicity, including massive amounts of full- 
color, full-page display ads in a number of the 
big music and computer magazines, Music-X 
has arrived. I have been using the program to 
drive a fairly large iMIDI studio for several 
months now, and count myself as a satisfied 
customer. Inevitably, tliere are a few things I 
w^ould like to see changed, but we will get to 
xhsx list later. 

Music-X is an integrated MIDI package, 
incorporating a versatile open-ended 
sequencer, botli a graphic-oriented and event 
list-oriented MIDI editor, a generic editor/ 
librarian (wliich requires only a configuration 
file to be used with the synth of your choice), 
an editor for shaping internal Amiga sounds 
recorded in eitlier IFF or SonLx fonnat, and 
MIDI fOter and Key map screens for the 
modification of incoming MIDI data. The 
program was written by Microillusion's David 
Joiner, author of Discovery (one of the 
Amiga's first and most successful educational 
packages) and the popular graphic adventure 
game, Faery Tale Adventure. 

The program's long development time 
is reflected in the size and admirable 
organization of its manual: at almost 500 
pages, it includes a table of contents, index, 
glossar>^ several appendices, and a handy 



thumb index for quick location of sections. 

This manual really babies newcomers to 
the Amiga along, including sections on 
such topics as how to open a disk icon and 
the use of file requesters. The structure of 
the manual closely follows the structure of 
the program, with chapters relating to 
screens and sub-headings referring to 
topics like menu names and their available 
menu selection choices. This makes it 
much easier to poke around die program, 
checking with the manual only when you 
ain into trouble. 

Double-clicking on the program icon 
for Music-X brings the program up in its 
most basic configuration (Figure One). The 
program then loads modules for many of its 
special features only as you call for them. 
This is a nice approach, because it cuts 
down on the initial boot time and means 
the program's memor>^ requirements more 
accurately reflect current user demands. 
Also, this should make it easy for users to 
add additional modules as they become 
available, using the included "install 
modules" program. And here is the big 
bonus: after the initial disk access, modules 
remain in memor)' for instant availability 
for the rest of your session (available 
memory permitting). 
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''STATE OF THE ART?" 

One of ±e big claims Microillusions has been making 
about this program is tliac it is a "state of the art" sequencing 
package. How does Music-X succeed at hiuing this moving 
target^ 

For professional use, tliis program has much to offer. 
Music-X supports tlie Standard Midi File formaCj which should 
allow easy transfer of data to and from other companies' 
sequencers, including those on other computer systems. It 
supports MIDI Song Pointer and MIDI Time Code. There is an 
option for '"absolute" tracks which will trigger time-specific 
events (like the sound effect for an on-screen car aash, for 
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Figure One: Music-X's 
basic Sequencer screen, 

instance) at a specific moment regardless of the current tempo 
chosen for the sequencer. Meanwhile, "relative" tracks can be 
mnning simultaneously, independently triggering musical 
events at ±e currently programmed tempo. These are the 
kinds of features that should make Music-X ver>' interesting to 
the numerous video professionals who already own or might 
be considering an Amiga (by the way, some Amiga owners will 
appreciate a utilic>' which allows the import of SMUS files into 
Music-X). 

The program usually multitasks politely as long as those 
of you without a hard drive use Music-X as your system disk. 
It will play sequences flawlessly as it runs in the background, 
allowing you to provide your own background music as your 
^^ord processor prints out lyrics, you paint a picture, or files 
are saved to disk. And an option is included to temporarily 
suspend program operation, if another program needs the 
serial port. Although Amiga owners might be more blase about 
capabUities like these, a solid dependable multi-tasking 
sequencer is certainly a ^'state-of-the-art" achievement in the 
rest of the computer music world. 



Within the program itself, a number of activities can 
be instigated as a sequence is mnning, including saving 
files to disk. The ability to manipulate data as a sequence 
is nmning is one capability we see only on the more 
recendy introduced sequencers. On the Music-X editor 
screens, notes may be removed from a sequence during 
play, or their MIDI channel may be changed, but any other 
activity^ which changes the sequence data causes the 
program to stop playing. In this regard, Music-X is not quite 
up to the standards set by the best of its competitors. 

The program includes a useful MIDI filter section. 
From this screen, incoming MIDI data can be Q'ansformed 
into either some otlier kind of MIDI 
data, or a Music-X control command 
(more on diese later), or clock 
commands to die sequencer. For live 
use, ±is allows all sorts of fancy tricks. 
Strangely, there is no way provided to 
use these remapping capabilities on 
existing sequences, short of 
reconnecting your computer's MIDI 
out to its MIDI in (make sure you turn 
the program's MIDI THRU off first!). 
For professional setups with external 
MIDI patchers, this is not a big 
problem, but it would be nice to see 
another way to use this module from 
within the program. Other leading 
edge sequencers offer many more 
ways to creatively massage sequence 
data, including humanizing functions, 
conforming of one track's rh^nhmic 
structure to another, and algorithmic 
composition modules for generation 
of new music. Matt Nathan, the author 
of the Music-X manual, tells me 
modules such as these are planned for 
an upcoming ^'Extras" disk. 
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GRAPHIC AND EVENT LIST EDITING 

Music-X gives you two ways of looking at MIDI data 
in each sequence: the graphic piano-roll style "bar editor" 
(Figure Two), and the text listing-oriented '^event editor". 
You may jump freely from one to the other as you edit your 
music, and the currendy highlighted event remains that 
way as you jump back and forth. 

On the "bar editor" screen, you can choose to view 
or not to view any type of MIDI event within the track. This 
is handy, since a dense track viewed with the zoom out and 
all midi event types selected for viewing can take several 
seconds to redraw. Each MIDI channel has its own 
associated color (from a palette of six), and each t}pe of 
event has its own shape for easy recognition. Events may 
be marked for editing either individually or in groups. 
Unfortunately, there are no provisions for drawing a curve 
to redefine controller events like pitch bend or aftenouch. 
If you want to actually change the shape described by these 
kinds of events, you must do so one event at a time. The 
graphic setup makes it very easy to select ranges of notes 
for editing, but selecting by beat (all notes on or near beat 
three of each measure) must be done one measure at a 
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lime. On the odier hand, you axe provided with some nicely 
designed modules for scaling altertouch or velocity data over 
the entire track, or a marked portion thereof. 

On the edit screens, the "HELP" key acts as a sixteen- 
step-deep undo for removed events. Either screen can be used 
in a step-time entry mode, if that is your preferred method of 
composition. Real time recording is also possible from these 
screens. When playing back this data, you may choose to listen 
to the current sequence only, or to the entire arrangement to 
see how your edits work in context. Be sure to set the starting 
bar from the play parameters window when using the latter 
option. Otherwise, you can end up hearing a problem, fixing 
it, then pushing play, only to have the music jump to an 
unrelated section chosen by this parameter. 

In the editor screens, all time-related editing functions 
can be affected by the currently selected "grid". There is a "set 
grid sizes" window from which you set the minimum note 
value and duration value. For instance, you might choose 
quarter notes for your grid and a sixteenth note for ±e 
duration of those notes. With "snap" turned on, a block of 
loosely played notes can then be picked up, moved to another 
section, and pasted down with tlieir relationship to the beat 
intact,., very nice. There are sLx different types of quantiEing 
available, with threshold and 
percentage values under user control. 
It may take some time getting used to 
the two-stage method of setting up 
quantize values, however. First you set 
your note and duration values in tiie 
"grid" window, close the grid window, 
then open the quantize window to 
choose your quantization type. Once 
you are in this window, you cannot 
change your mind about the note 
values you are quantizing to... other 
than by closing this window, 
reopening the "grid" window, selecting 
new values, closing the window, 
reopening the... well, you get the idea. 



OPEN-ENDED POWER 

As a sequencer, Music-X is 
extremely versatile. It can hold up to 
250 sequences, with any 20 of those 
playing at any one time. Sequences can 
be any length (up to 4096 measures), 
and that length can be changed at any 
time. Sequences can hold eitlier MIDI 
data (from any number of MIDI 
channels), Music-X control codes (for 
triggering other sequences), or tempo 
control codes- or any combination of these. 
Sequences can be merged in any 
combination, and unmerged by MIDI 
channel J Music-X events, or system exclusive 



There are two clocks on screen. One keeps track of your 
position in measures, beats and clock pulses (resolution 
is a respectable 192 pulses per quarter note). The other 
is a real time clock, which can be very handy if you have 
a total running time in mind for the piece you are creating. 
This clock will jump to the correct elapsed time, even if 
you start in the middle of your song! 

Music-X control codes - that is, events which 
trigger, mute or otherwise affect other sequences - may 
be nested. For instance, you could have a number of 
individual tracks of, say, hi-hat, snare, and kick drum 
parts, being called by other tracks of "play sequence" 
events to constmct tlae drum part for each song section, 
with those in turn being called by a master song sequence 
of more "play sequence" events. If we were to look at this 
final sequence in the aforementioned bar editor, we 
would see a series of horizontal bars representing these 
"piay sequence" events (Figure Three). Each would be 
labelled with the name of the sequence it is calling, with 
its length representing die duration of time that sequence 
would be played for. Arranging and rearranging a song's 
pans becomes easy and intuitive. Changing tlie "feel" of 
a part can be as simple as picking its bar up and moving 




Figure Two: The graphic, 
piano-roU style Bar Editor 



messages. 

Output can be directed either to the Amiga's internal voices or 
to MIDI out. Microillusions offers a MIDI interface, "MIDI-X", 
which features S]yi MIDI outputs. 

The sequencer controls are tape recorder style, with four 
storable cue points for jumping to song sections, plus tx^^o 
additional registers for automatic punch-in and punch-out. 



it slightly foi-vv'ard or backward in time. 

Duration, location and transposition of notes 

and parts are easily modified with the mouse. 

And suppose you love everything, but it 

would have been nice to hear one more 

c^^mbal crash at the start of bar 27? No problem, you can 

add it right here as a single MIDI note to the appropriate 

dmm machine's channel. This unconfined work 

environment is one of Music-X's most notable features. 

If you desire, the values for all adjustable 

parameters from the program's numerous screens maybe 

saved as pan of your master "performance". Using this 
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feature, it's possible to completely reconfigure the 
sequencer with each song loaded in. From the editor 
screens, you have tlie option of saving and loading 
individual sequences, which aliow^s you to build a song 
using previously recorded sections. To get you started, 
a small library' of various drum patterns is included on 
the Examples disk, 

OTHER GOODIES 

Music-X*s other big claim to fame is its user- 
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configurable editor/librarian section. This is a strong 
and innovative idea, .\nyone with a knowledge of the 
xMIDI protocols for tlieir synthesizer will be able to 
design a librarian for mass storage of its voices. In 
addition, a piece of sofh\'are currently under 
development called "The Patch Editor Construction 
Kit" will allow users to develop Editors for dieir favorite 
MIDI synth. In reality, not all MIDI musicians 
may be interested in wading this deeply into the 
bit-stream, so this future capability' may or may 
not prove useful to you. Where things will get 
really interesting is when public domain 
configuration fil^s start to become available 
from end-users. Hopefulh', Microillusions wiU 
be able to act as a central gathering point for 
these files, to making sure tlaey are distributed as 
widely as possible. For persons widi a large 
amount of gear, Music-X could some day 
become the single most cost-effective piece of 
software they owti, saving hundreds of dollars 
in editor/librarian packages for each syndi they 
are using. 

Included widi the program are protocols 
for the Casio CZ-1000, Oberheim MatrLx-6, 
Roland D-50 and Mt-32, and Yamaha DX7, 
DXlOO, and TX81Z. This is the basic data you 
will need to communicate with diese synthesizers. The 
Examples disk includes acmal voice librarian files for 
die C2-1000, D-50, DX7, and DXIOO. To show what die 
Patch Editor Construction Kit should allow you to do, 
Editor programs are included for the D-50 (Figure 
Four), TX-812, and DX-100. 



GRIPES AND WISHES 

Most (but unfonunaiely not all) mouse commands are 
duplicated widi keyboard shortcuts - most often the letter 
starting the command. In many cases, it appears that it is the 
most potentially destructive commands which do not provide 
keyboard shortcuts... things like "Erase All Sequences", for 
instance. Personally, I would rather be given tlie benefit of the 
doubt and have all commands available from the keyboard. It's 
been said before, but I'll say it again... the mouse is great, but 
being able to touch t>'pe a series of commands 
in is always going to be faster for the 
experienced user. 

If you are using the "select" command to 
edit bet^'een several sequences from within the 
bar editor, the program does not remember 
individual viewing parameters for each 
sequence, which can leave you having to reset 
zoom value and cursor position values each 
time you go back and forth. Of course, this is less 
of a problem if your sequences are all of the 
same length, and with die same starting 
location, but that is not always the case. A word 
of warning: if you are going to edit a different 
sequence without exiting back to die main 
window, be sure to "store" your changes prior 
to selecting die new sequence. This is one of the 
few places, I found within die program, where 
it would wantonly discard edits without first 
asking your permission to do so - the only other time Uiis 
occurred was if you attempt to save a file with die same name 
as one already on the disk; the program assumes you are in 
your right mind and does so without a "file exists, replace?" 
t>pe of requester. 

As mentioned before, the program asks fioppy disk 
system users to boot from die Music-X program disk, wiiich 
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includes a modified version of Workbench 1.3. Unfortunately, 
the stripped down 'C director)^ they provide you widi may not 
contain all of the commands you are looking for. The 
clipboard. device is not included in the devs directon^ which 
caused problems such as Scribble: losing its ediiing fimctions, 
and the Notepad entirely refusing to start. Copying this device 
over from a Workbench disk solves these problems, but most 
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likely there are other similar pitfalls waiting to be found 
by would-be multitaskers. Why can't all Amiga 
programs claiming to be multi-tasking be designed to 
accept a generic Workbench 1.3 as their system disk? 
This would make life much simpler. 

The original releases of ±is program had a 
problem with errors when recording very dense data 
streams. For instance, note data merged with midi time 
code. I have just received a beta copy of version 1.04 of 
the program, which significanUy reduces this problem. 
For many users, diis bug might not have been 
noticeable, but for diose encountering these difficulties, 
contact Micro illusions to request this update. 

I have a suggestion for an add-on module some 
enterprising programmer out there might want to 
attempt. One very useful feaaire of the bar editor screen 
is the ability to remove or insert chunks of time, to move 
the data following this operation back and forth in time. 
An additional editing feature 1 find myself wishing for 
would allow die user to mark a part of die performance, 
which could then be scaled larger or smaller, while 
maintaining the proportional relationships of the notes 
within the space being edited. This idea could be 
continued into a number of processes already familiar to 
paint program users: for instance, squashing a copied 
bass part's top and bottom down until it was all played 
on a single note would give you a quick way to create 
a nicely synchronized kick drum part. Completely 
flipping a part end for end or upside down around a 
chosen pivot tone could help to stimulate those creative 
juices. And while we're making suggestions, 
I would also like to see the quantize module 
expanded to include variable swing 
features... essentially by allowing the user to 
distort the quantizing grid over the space of a 
ban This would be the iMIDI equivalent of 
remapping an image to a corrugated surface, 
if you catch my drift. 

By the way, a future revision of Music- 
X is planned to have tlie added feature of 
independendy running tempo tracks for 
individual sequences. Many of the timing 
tricks mentioned in the paragraph above 
could be achieved using this feature. 
Hopefully we won't have to wait another two 
years to see any major revisions for this 
programl 

THE VERDICT 

Music-X is an innovative, highly 
integrated MIDI package. Though lagging 
behind the competition when it comes to 
some types of automated editing capabilities, 
and completely lacking any traditional 
notation capabilities, its open-ended flexible 
approach makes it very easy to get up and 
running on quickly, with plenty of room to 
grow as you take advantage of its many 
features. Though not bug-free, I have found 
the program to be quite dependable after five 
months of daily full-time use. The graphic 



representations of data witliin the Bar Editor make moving large 
sections of music or finding small mistakes a breeze ~ this is my 
favorite part of the program. Also, the ability to save a song's 
sequence data accompanied by a complete system setup, 
including editable patch data for each synth, keyboard 
remapping, output rechannelizing, and even Amiga voice 
sample data, all as a single '^performance" file is a potentially 
useful touch for those wanting to get things organized. Feaaires 
like these reflect the care that has gone into the design of this 
program. Amiga MIDIphiles, check out MUSIC-X! 

Music-X 

Mic?-oilIusions 
P7ice:$299S5 

Editor's note; shoiily before we went to press we received the 
infojwation that Miavillusions has, apparently, gone out of 
business. It was our decision to go ahead and trin this revieiv 
because the prog7'am is still available on most dealers' shelves 
and also in the hope that some ente?phsmg company will pick up 
and continue distribution of the fine Microillusions products. 

About the auUior: Rob Bryanton lives in Regina, Saskatchewan, 
Canada, where he composes regularly for die 'Canadianized' 
version of Sesame Street. He has also produced soundtracks for 
numerous films, television shows, and jingles. He is cunendy 
using Ills Amiga to produce music scores for the Saturday 
morning children's series, 'Tuttnam's Prairie Emporium", seen 
across Canada on die CTV television net^^ork. . ^ 
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(contiiiiiedfrom page 38) 

(KCS does include a simple calculator to 

perfomi these computations). 

There is a good and a bad side to this. 
While graphic interfaces make it easy to 
work witli MIDI data, they add a level of 
abstraction that can limit the sequencer's 
power. While KCS and Level 11 do not have 
graphic bells and whistles, they have all the 
editing power anyone is likely to need. Cut 
and Paste editing is used extensively. Each 
operation has a series of options, all pre- 
sented clearly in a requester. 

For instance, in pasting one can 
replace the old data witli tlie paste buffer, 
merge the two sections, insert the new 
data, or extend the sequence's length. KCS 
has a wide variety^ of transposition and 
quantization options. It is extremely easy to 
change a sequence's MIDI channel or 
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transpose its key. In general each KCS 
command can work in several different 
ways. The result is the ability to edit your 
music with great precision. 



EDITING 

There isn't enough space to describe 
all of the KCS/Level II editing features, so I 
will mention just a few of the most power- 
ful ones. With Level 11, it is possible to 
quancitize one sequence in terms of an- 
other. This is great for adding a swing feel 
to a drum part. The editing feaaires of Level 
II make it easy to set up iMacros to add feel 
to a sequence. Want accents on the first and 
diird beats of ever>^ measure? No problem. 
There are several ways to accomplish it. 
You can also use beat position to modify 
note intervals, velocity, duration, channel 
assignment, or any other parameter you 
could want to modify'. 

The note editing features on KCS are 
more powerful tlian those on any other se- 
quencer available for the Amiga. More 
powerful does not mean easiest to use, but 
KCS usually offers several ways to accom- 
plish an editing task. It can do prett>' much 
any t^'pe of editing you are likely to need. 

Other interesting features include the 
ability to record system exclusive informa- 
tion, a drum channel that is protected from 
the effects of key changes, merging and 
echoing of MIDI input (useful when deal- 
ing with synthesizers tliat only output on 
one charmel), and the use of "MIDI keys" to 
control common sequencer functions. 
"MIDI keys" let you use a MIDI footswitch 
to start and stop recording of sequences. 
.Mother unique feature is KCS's "live edit" 
mode, which allows you to modify* pre- 
recorded sequences as they are playing. 
Live edit is useful for erasing a few bad 
notes in an otherwise perfect sequence or 
for editing controller values like pitch 
bends. It offers an interesting "mix" mode 
which mixes the old controller data with 
the current position of the MIDI pedal. KCS 
can also filter out various kinds of MIDI 



data and split sequences based on note 
values or MIDI channels. 

PVG 

One unique aspect of die Level II 
sequencer is its abilit>^ to generate modified 
versions of user sequences. The "Program- 
mable Variations Generator*' is an ex- 
tremely powerfLil composing and editing 
tool thai has no real counterpart on other 
sequencers. The PVG allows the user to 
create Macros which can randomly or de- 
terminiscicly modify a sequence, A Macro 
might edit a sequence by changing all the 
C sharps to C naturals, changing the se- 
quence's mode. Another might randomly 
alter the velocity of cenain notes to add a 
litde variety to a "dead" sequence. Other 
Macros can be set up to randomly trans- 
form the notes of an input sequence into a 
new melody. I tend to use the PVG mosdy 
as an editing device, to add vanet\^ to a re- 
petitive sequence. Its real value is in help- 
ing the user to make new creative discov- 
eries that have musical applications. The 
PVG allows the user precise control over 
what kinds of changes are being made; but 
die random elements can also be used to 
generate unpredictable music if desired. 

USERINTERFACE 

A sore spot is die user interface. Nei- 
ther KCS nor Level n are "sex>^" in the man- 
ner of MUSIC-X. Both are direct ports from 
the Atari ST and replicate its user interface 
exacdy. Even the manual is written for ±e 
ST! KCS does not make use of pull down 
menus or other intuition goodies. Instead 
the program uses on-screen gadgets to 
select editing commands. Perhaps the best 
description of the KCS user interface is 
^'functional." The program does what it 
needs to do in a straightforward manner. 
Even so, there are times when I feel the 
program has grown without enough 
thought about how its parts fit together. 
KCS is not as smoothly integrated as a 
sequencer like MUSIC-X. DrT's reports that 
they are upgrading KCS to version 1 .7 in the 
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near fucurej which will add support for 
menus and a variety of other improve- 
ments. 

That said, KCS is fairly well adapted 
to the Amiga. It multitasks quite happily on 
its own screen, I regularly run KCS, two Dr. 
Ts patch editors, and the rest of my system 
without any problems. KCS version 1.6a 
and Level II support the Amiga's internal 
voices in an intere.Hting manner. .Although 
use of the internal voices is poorly docu- 
mented, ic appears that any Amiga IFF 
sample can be assigned to any note, to any 
MIDI channel, and to any MIDI velocit>^ 
range. This means that playing a soft note 
can trigger a different sample tlian playing 
a hard noce. This intelligent arrangement 
allows more flexibility in using tlie Amiga's 
sounds. The qualit>^ of the internal voices is 
still limited, but KCS makes them sound 
good. The voice assignment also makes it 
easy to build dmm kits. KCS allows the user 
to select a new CLI or use tlie Workbench 
^thout quitting the program. The colors 
used on screen can also be modified and 
saved with a music file. The program is also 
quite bug free; w^he never I had problems, 
they usually turned out to be caused by in- 
correct settings in die ''Set Options" page. 

THEMANUAL 

The manual was written for the Atari 
ST; Amiga documentation consists of a 
three page supplement and a series of 
"Read Me" files on the program disk. For 
the most part, one can merely substitute 
"Amiga" for "Atari" and the manual will 
work. However, there are a few key com- 
binations which are different, and I found 
myself constandy referring to die docu- 
mentation to find out what Amiga key 
corresponded to "Shift/Home*'. The man- 
ual itself is printed on five by eight paper 
and comes in a vinyl binder. It explains 
most of the features adequately, but I often 
found myself rereading sections to tr)^ to 
understand subtle points. Level 11 has a 
separate manual which fits in the KCS 
binder. The manual does feature a good 
index N\*hich is essential for a program of 



this sort. I am told diat a new manual has 
been prepared which includes more appli- 
cation notes and tutorials. It wOl be in- 
cluded in the next upgrade. 

FZI£S IN THE OINTMENT? 

KCS does have some significant 
flaws. While it can MLDI sync to an external 
source, including support for Song Position 
Pointer, KCS does not support MIDI time 
code or SMPTE s>^nchronizadon. This a 
fairly significant omission for a computer 
like the Amiga that is so heavily identified 
with video. (It is worth noting that both 
MUSIC-X and Passport's Master Tracks Pro 
support MTC and SMPTE). This is probably 
a legac\^ of KCS's Atari ST origins. Dr. T 
makes a package called Phantom SMPTE 
that hooks onto the Atari ST KCS; diey are 
rumored to be developing a version for the 
Amiga. 

In addition, while KCS does support 
standard MIDI files, it does not support 
SMUS files. The SMUS/IFF standard is used 
by programs like Deluxe xMusic Construc- 
tion Set and SONIX. It seems strange chat 
Dn T did not provide an utility program diat 
allowed the user to import SMUS scores. 
When I asked them about this omission, 
tliey stated tliat they felt MIDI files were the 
standard and diat is what they wanted to 
support. Interestingly, their Copyist music 
notation program does import SMUS 
scores. Hiere is also a public domain utility 
and at least one commercial product diat 
will do the file translation. 

A furdier note is Dr. T's obnoxious 
copy protection scheme. KCS and Level II 
each use a key disk protection system. The 
disks can be copied, but the master disk 
must be inserted before the program will 
run. No unprotected version is available 
(although a backup disk is offered for $15). 
Copy protection is a real pain in a produc- 
tivit}' program like a sequencer. Running 
my standard MIDI setup (KCS Level II, DX- 
Heaven, and MT-32 Edit) requires inserting 
five disks in my floppy system. Even with 
a hard drive, tliree floppies would be 
requiredl In addition, if you select cancel 
instead of inserting die proper disk (or 



insert a copy witli the same name as die 
master disk) the s^^stem crashes! This is not 
acceptable in a multi-tasking system. 

SOME FINAL ''NOTES'* 

So is KCS for you? The bottom line 
depends on what you want to do with your 
music and how you want to do it. KCS, 
particulariy in its Open Mode, supports an 
analytic approach to music. If you are the 
kind of person who likes to ponder the 
form of the fugue or experiment with 
different musical structures, KCS (and 
especially the Level 11 version) would be a 
good choice. Similariy, if you demand 
maximum control over your music, KCS 
provides the editing features you will need. 
If your demands are more modest or you 
are more interested in making music than 
in learning a sequencer program, KCS 
might not be die best clioice. While die 
Track Mode does provide a fairly easy 
learning environment, KCS as a whole has 
a steep learning cur^-e. Its considerable 
power is buried in a somewhat clumsy user 
interface. Still, KCS and Level II have a 
number of unique features that other 
Amiga sequencers lack. If you can adjust to 
its idiosyncrasies, you will find KCS to be a 
very good tool for making music. 

KCS and Level 11 version 1.7 should 
be available shortly. They feature pull 
do^m menus, an improved tape recorder 
style interface, integral support for MIDI 
files version and 1, and an improved 
manual. The upgrade will be available for 
$40 from Dr. T's. 

Useful articles about KCS can be 
found in Keyboard's June 1989 issue 
("Keyboard Clinic *19") and Electronic 
^Musician's September 1988 issue C'Dr. T's 
KCS Made Easy"), 'AC* 

Dr. T's Music Software 

220 Boylston St. #206 

Chestnut HiiL Ma, 02167 

(617)-244-6954 

Keyboard Controlled Sequencer: 

$249 

Level II: $349 

Upgrade from KCS to Level II: 

$100 

■inquiry #2 16 
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by Dr, R. Shamtns Mortier 

Casio synthesizers are in place in 
many MIDI music studios. The higher end 
ones are as capable and offer as many 
options as any other brand name, and the 
lower end models allow novice electronic 
musicians a way of getting into the learning 
cun^e at a minimal expenditure. I began my 
MIDI work widi a low cost Casio synth, a 
Casio 1000 (about $250.00 four years ago). 
You can program even the 1on\^ end Casios 
to your heart's desire, augmenting the on- 
board sounds with your own variations. 
Like many other synthesizers, you can then 
store your new voices on a plug-in 
cartridge for later use. This manipulation, 
however, is not 
that "user 

friendly'', and 
can be very time 
consuming. If 
you have an 
Amiga and a 
Casio (either a 
CZ-100/1000 or 
aCZ-l),youcan 
purchase C- 
2AR from 

D i e m e r 
Development 
CO make this 
manipulation and creation of new Casio 
voices a pleasure instead of a problem. 

You will need a MIDI interface box 
with any synth you hope to run with your 
Amiga. The manual to C-ZAK comes in a 
large three ring binder and contains eighr/- 
eight clearly t^ped pages. The manual 
doesn't have any graphics or screen 
dumps, but the writing is clear enough so 
that they're not really needed. Getting 
around in C-ZAR is so easy that you 
probably won't need the manual after one 
good study session The version of the 
software that I been using is 2.0. , but there 



has been a recent upgrade in January of 
1990 that has made it even better, fixing 
some bugs and making it better at multi- 
tasking. All of you synth owTiers that have 
a CZ-1 (a more extensive/expensive synth 
than the CZ-1000) will be glad to know that 
this soft^'are offers you all sons of extra 
goodies that the poor CZ-1000 owners can 
not access. What is contained here for the 
CZ-1000 (and CZ-100) owner still makes it 
well worth your while to invest in this 
softvv^are. There are two screens in C-ZAR, 
the Librarian and the Editor. 

Without any manipulation at all, C- 
ZAR pops up on screen with a wealth of 

sounds ready 
to be dumped 
into a Casio 



^ 



Spread out before you are 
the thirty banks of sounds 
that are resident on the C- 
ZAR disk. You can choose 

any ten of these banks 
(that*s 10x16 sounds, for a 

total of 160) to remain 

resident In memory at any 

one time. 
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synth. The 
sounds on a 
Casio synth 
are contained 
in what is 
called a 
''bank", and 
each bank 
holds sixteen 
separate 
sounds. There 
is a bank of 
presets and a bank of "internals". In 
addition, tliere is the capacity to load RAM 
and ROM cartridges that give tlie user 
access to many more banks. Each of the 
sounds in a bank can be manipulated by 
the controls on the synth, so that die real 
number of sounds is infinite. Once 
discovered, sounds can be saved to 
cartridge or to internal memory. This 
process is quite creative, but the controls 
on the Casio synth are less than user- 
friendly to master, and the trial-and-error 
process can consume much of your 
creative energy. 



THE LIBRARY 

After booting up die unprotected C- 
ZAR software, you are deposited in the 
*Xibrary" environment. Spread out before 
you are die thirt>' banks of sounds tliat are 
resident on the C-2L^ disk. You can 
choose any ten of these banks (that's 10x1 6 
sounds, for a total of l60) to remain 
resident in memor>' at any one time. When 
you click on a bank, its contents (sixteen 
separate sounds) appear ready for the CZ- 
1000 to choose and play. Sounds can be 
copied from one position, and even from a 
different bank, to another. They can also be 
deleted, merged, and saved. One of the 
nicest features here is the ability to trigger 
tlie "record mode", which allows you to 
play a short passage (up to 256 separate 
MIDI events). Each time you select another 
sound, the recording will play back using 
this recorded track. This procedure can 
also be looped, so that it is even possible to 
use this as a pre-recorded section that can 
be over-dubbed (quite handy in a live 
playing situation). In the library section, 
you can save the internal sbcteen 
reconfigured banks to the synth, so that 
these new sounds will be present when 
you power up your Casio. The recorded 
passage can also be looped for continuous 
play, shutting off when either mouse 
button is pressed. 

Unless you select "quiet mode", 
^y^xy time you select a new bank to access 
your Amiga will play a short representation 
of eveiy sound in that bank, a feature I 
really appreciate. It lets me preview all of 
the sounds so that I can tell if I want to 
experiment widi tliat bank any further. By 
selecting "MIDI On", the sounds will only 
play back through the amplified synth. 
Sounds can also be named and renamed, 
and the ADSR (Attack, Decay, Sustain, 
Release) envelope of one sound can be 
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superimposed upon another which is 
similar to the modifications possible from 
some of the best Amiga sound sampling 
software. By opening a 'tone-mix" 
window, two monophonic sounds can be 
played at once. Tones can come from eitlier 
the Internal or Preset sounds of tlie Casio. 

There are three pull-down 
menus at the top of the Library- 
screen: CREATE B.\NK, SAVE, and 
MISCELLANEOUS. CREATE BANK 
has several choices. A whole bank of 
blank sounds is open for 
experimentation. A bank of sLxteen 
copies of die same sound, or a bank 
of sounds loaded in from a cartridge, 
can be alternately addressed along 
widi a bank loaded in from the 
Presets. SAVE/SA\'T AS allows you 
to save over the existing bank 
choice. Banks can be saved to disk or 
RAM cartridge. The third menu 
allow^s you to rename and delete 
banks, change directories, and 
release a bank so tliat new ones can 
be loaded, and LOOP the lines that 
you previously recorded. 



THE EDIT SCREEN' 

This is a very graphically 
designed workplace. On the right 
side is the Main Control Panel, while 
the balance of die screen is split 
vertically in half to contain the 
ATTACK waveforms on the top, and 
tlie RELEASE display on the bottom. 
The Main Control Panel presents us 
with all six of the waveform 
possibilities: two oscillators for pitch, 
two filters for timbre, and two 
amplifiers for volume. We can see 
some or all of these %vidi the SHOW 
buttons, or can edit diem one by one. 
A merciful UNDO is also included. 



We can also scroll across the entire 1024 x 
200 display. We might also want to play 
around widi either RING or NOISE 
modulation here. 

Below: Here are examples of the rnstrumental 
Sounds that can be exported to the Casio 
Synthesizer. 
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Betow- Any of the instrumental sounds within the 
Sound Banks can be manipulated in several 
directions according to your needs. 




Three addirional windows are 
resident and available. The first allows us a 
finer control over wavefomi manipulation 
then the mouse, and is called the DATA 
window. The second is the LINE window. 
It allows for die linking logetiier of 
waveforms, and with it we can DETUNE 
lines in various ways — by octave, 
note, and finer increments. Lines 
can also be copied or exchanged. 
The most intricate is the EFFECTS 
window, where an even larger 
array of options is possible: 
Vibrato, Velocity, Pitcli Bend 
Range, Key Transpose, and 
Portamento settings. The balance 
of the display centers upon the 
manipulation, either by the mouse 
or by menu, of the ATTACK and 
RELEASE sections of the 
waveforms. T^'O Oscillators alter 
the pitches, two Filters alter the 
timbres, and two Amplifiers vary 
tlie volume. Pitch envelopes, 
Tone, and Amplitude envelopes 
appear in dedicated colors. 

If you are an .\miga/MIDI 
musician existing on a limited 
budget, and either now own a CZ- 
100/1000 or a CZ-1 or are plamiing 
to purchase one, consider tlie C- 
Z.AR software as a needed addition 
to your studio. Widi it, you can 
create and manipulate the 
soundbanks to your ear's content. 

•AC' 



C-ZAR 

Diemer Development 
12814 Landale St 

Studio City. CA 91604 

(818) 762-0804 

Price: $1 95 W 
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by R. Bradley Andrews 



IT CAME FROM THE DESERT 

A large number of *'giant bug" films 
were made during the '505 and '60s. Most 
were made in black and white, with low 
budgets and predictable scripts. But 
regardless of these limitations, tliey were 
the staple diet of a large number of 
teenagers during this period. While no 
longer as popular, these movies hold a 
special place in the hearts of people 
everywhere. 

Thus, it is not surprising that 
Gnemaware has targeted their latest 



people around town to find out different 
areas where the ants have been sighted. 
During this section, you must gather four 
different types of evidence; a plaster cast of 
a creature's tracks, a recording of the 
creature's sounds, a vial of the creature's 
fluids, and an actual part of the creamre. 
Only when all the evidence has been 
found will the mayor admit to the t^xistence 
of the creatures and activate the national 
guard, sending you back to destroy the 
source of the ant's strength, the queen ant. 
Construction workers can also be enlisted 




release at this very market. It Came From 
The Desert pits the player, geologist Dr. 
Greg Bradley, against a bunch of giant ants 
mutated by a recent meteor strike. He 
initially goes to Lizard Breath, California to 
study the mineral content of the meteor, 
but his investigations will soon lead him 
into contact with a foe e\^en more deadly 
than he could have ever imagined. 

Your quest is divided into two basic 
stages. First, you must talk with several 



Giant ants attack the 

Lizard Breath drive-in in It 

Came From Tfje Desert, 



in your fight when you gather enough 
evidence. 

Available actions are featured on 
menus throughout the game, ^^ile the 
game claims to have a text parser, all 
actions and speech are simply the results of 
the menu choices made. It is nice to have 
all options clearly listed, but it can be 



frustrating when you cannot do what you 
would like to try. I suppose it is better to 
know the limits than to have to guess them. 
Each second of playing time 
corresponds to several minutes of game 
time. Thus a short talk with the police chief 
can eat up a large chunk of your day. Since 
most areas are only open during the day, 
this can be very frustrating and often results 
in many trips to the house for long naps to 
pass the time. Travel between different 
areas in the town also takes time, further 
limiting your productive day. Using the 
telephone can help you avoid some of 
this travel time, but there is often no 
substitute for being there in person. 

The graphics in It Came From The 
Desert are up to the usual standards of 
Cinema ware releases. Each full screen 
view is very detailed and has mini 
animations, such as a winking eye or 
turning head, to make it attraaive to the 
eye. But very few of these scenes are 
scrollable and move during play. The 
animated sequences, many of which do 
include screen scrolling, are much less 
elaborate, but are still pleasing to tlie 
eye. 

The game does have t^^o major flaws. 
As with most of Cinemaware's releases, 
the game is basically just a series of 
interconnected arcade sequences. 
Mastering these can be a bit of a pain 
and once you figure them out, the 
challenge is gone. 

Secondly, the player has ver>' little 

idea what is going on. Where to go is 

often just a guess as to where something 

may be happening. This would not be 

so bad, but certain vital events will 

happen whether the pla\^er is tliere or 

not, and the other characters will act 

according to the information, even 

though the player may never know 

what really happened. The only way 

around this is to play the game enough 

times to know what all the events are, and 

you are not left "out in the cold". 

A small problem is also typical of 
Cinemaware games. The elaborate anwork 
requires a large amount of disk accesses, 
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and if you don't have a hard disk, you will 
spend a lot of time simply waiting for the 
disk to load in the next screen. 

Once the game mechanics and 
actions are leamed, actual playing tiftie w^ill 
njn around 30 minutes, A single game can 
be saved, but because of the short playing 
time, most it is often loetter to simply play 
the game through in one siaing. When 




^^ip 







successful mission also has a chance of 
increasing the squad leader's accuracy, 
movement, speed, cracking, and detecting 
ratings. 

Accuracy determines how likely your 
shots are to hit, while speed determines the 
maximum movement points the leader can 
get each turn. Cracking allows a player to 
interface with one of the many computer 
terminals scattered about 
most sites to learn the layout 
of the entire current level. 
This is very useful, since all 
terrains start out as "hidden" 
and are only discovered by 
personal reconnaissance or 
by a successful crack 
attempt. Detecting allows 
tlie player to locate all 
enemies within close 



Busting balloons to match the 
right tickets in Sideshow, 



starting to play, do not worry about making 
mistakes, you will make a whole bunch 
before mastering the game and each w^ill 
tell you more about w^hat is going on. 

Those who liked other Cinemaware 
releases will most likely enjoy It Came 
From The Desert, But otliers will likely 
become fmstrated with the game very 
quickly. The arcade sequences can be 
overcome, but the easy way crucial 
informatiori can be missed is a severe 
detriment to piay. Replay ability is also 
limited. Things and locations are the same 
in ever>' game so once tlie overall plan is 
worked out, little challenge is left. 

BREACH 11 

As with productivit>' software, game 
companies often release revised versions 
of popular programs. Breach 11 is the follow 
on to Omnitrend Software's popular 
Breach. As with the original, the goal is to 
train a squad leader and advance him 
through the ranks as he leads various teams 
in different missions in the far future. 

The first step in playing Breach II is to 
create a squad leader. This will be your 
alter ego during play. He begins life as a 
lowly Ensign and will gradually advance 
through the ranks by successfully 
completing different missions until he is 
named Admiral of the Fleet. Each 



proximity. 

While the main purpose 
of play is to advance this 
leader, the actual fun of the 
game is in the scenarios 
themselves. Ranging from 
the easy Grotto Game 
Preserv^e rescue mls.sion to 
the very hard Seeker and Destroy sabotage 
mission. 

As with the original Breach, a 
scenario editor is included to allow for an 
almost unlimited number of scenarios. The 
only disadvantage to creating a scenario is 
that you know^ where everything is. Part of 
the fim of the game is discovering where 
things are placed and 
how^ the levels are laid 
out. Since you know 
where you put 
everything, there is not 
much fun discovering 
when playing your 
own scenario, or one 
you have played before 
for diat matter. But you 
can create scenarios for 
your friends, and have 
them do the same for 
you. Scenario disks are 
already available from 
Omnitrend to expand 
tiie game as well, and 
more are sure to 
follow. 

A large variet>^ of weapons populate 
the various scenarios. Roving creatures, 
enemy soldiers, and bizarre aliens all want 
nothing more tlian to bite, shoot, or blast 
you to litde tiny pieces. Several items are 
available to aid you, or sometimes your 
enemies. Laser rifles and pistols, rocket 
launchers, rockets, and demolition packs 
all may be su-ewn about the batdefield, just 
waiting for you to pick them up. Protective 



suits are also sometimes available to lessen 
the effect of an enemy hit. Each item you 
pick up costs some encumbrance points, 
which tends to slow you down, so you 
must find a proper balance between 
carrying everytliing and having the 
necessary speed. 

The graphics use an overhead 3D 
perspective that is becoming very* common 
in games today. While the actual terrain 
and movement is controlled by distinct 
squares, during play, the graphics are 
realistic enough to almost get you to forget 
about tlie grid and think you are in real 
man-to-man combat. 

Either the mouse or the keyboard can 
be used for control. Icons for ail available 
options are available on screen, as in the 
original Breach and their oUier recent 
release, Universe III, Starting a new 
scenario is a bit awkward though. You 
must first create the game file and then start 
die game. A way to simply start a game after 
selecting the leader and the scenario would 
have made this much smootiier. 

Digitized sounds are included to add 
life to many parts of the game. Laser fire 
sounds like what I imagine a real laser 
weapon w^ould. It can be a bummer to hear 
the scream when one of your squad 
members dies. 

One appreciated change over its 
predecessor is that your squad leader is not 



An F-24 has a Mig 21 locked on 
target in Sega 's After Btimer. 




deleted if he fails a mission. He is simply 
restored to his previous state. While it may 
be more realistic if he did die, this is just a 
game and having a squad leader wiped out 
after 30 hours of building him is not my idea 
of fun. 

Breach II is a very enjoyable game, 
and the only tactical man-to-man level 
game that I know of. The lack of real-time 
action may turn off some joystick jockeys, 
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but for die thinking man, this game is worth 

the money. 

SIDESHOW 

Arcade game machines have long 
had a variety of controis to work wicli tJieir 
games. In addition to joysticks ^ they had 
trackballs, light guns, and even steering 
wheels. In the home computer scene, tlie 
joystick has an almost exclusive reign. 
Other than the mouse, which comes witii 
tlie Amiga, and several cosdy specialized 
controllers for flight simulators, no other 
controllers have hit it big on the Amiga. But 
not wanting to be outdone by the 
Nintendo, Action ware recently came out 
with a light gun of their ow^n for die Amiga. 

Obviously some games have to be 
out tliat use a light gun for any guns to be 
sold. So Actionware also came out with two 
action games diat could optionally use the 
gun, P.O.W. and Capone. But evidendy 
±ese were a litde to close to reality and 
they decided their next light gun release 
should be a litde more light hearted. Thus 
they produced Sideshow, 

What could be more wholesome and 
appropriate for a light gun than that old 
favorite of carnival goers everyu^here, the 
Sideshow? While there are no stuffed 
animals or chintzy prizes to be won here, 
many of the game ideas adapt w^ell to tlie 
Amiga and can provide for an enjoyable 
lime. 

Play in Sideshow begins at the Ucket 
gate. From here you can eidier purchase a 
child or adult ticket. No one will actually 
check your age, so die child Ucket is the 
best way to begin. This dcket has two basic 
advantages: it is cheaper and your hunger 
will increase at a slower pace. I guess kids 
can handle more playing time bet^^een 
snacks. Some of die boodis are closed to 
children though, and sooner or later you 
w^ill have to go in as a full-fare adult. 

Tokens are the basic form of 
currency in tlie game. Adults start witii 15, 
while chOdren start widi 25. When diey run 
out, the game is over. Fortunately, you can 
win additional tickets by performing very^ 
well in a booth, so if you are a good player 
you can play for quite a while. But each 
boodi can only be won three times before 
it is closed for the current session, so you 
must master more dian on^ boodi to gain 
enough tokens to tackle die harder booths. 

Each booth has a different event and 
there are eight in all. The first five are 
available on botli the child and adult 
dckets. 

Balloons is ver)' much like the well 
known "break the balloon with the dart" 
game. But here each balloon covers a red 
or black number. Black numbers are worth 



points and are part of a pattern that must be 
uncovered in its entirety to win. Red 
numbers are not part of the pattern and will 
subtract from your score. Some balloons 
cover colored stars which either gi\^e \'0U 
more tokens, or decrease your hunger 
level. 

^i:i//s con tains a grid of old fashioned 
milk botdes. Instead of throwing die balls 
into the botdes, green and red bails 
periodically pop out of the botdes. 
Shooting die green balls adds points to 
your score, while hitting the red ones 
subtracts points. 

Potpoiuriis a take off on the classical 
shooting galle^^ Objects of all t\'pes go 
back and forth on die screen. Most can be 
shot for varying amounts of points, but 
hitting some will actually subtract points 
from your score, so care is called for here. 
While die manual lists the points for some 
of the types, some are unlisted and it will 
take a bit of effort to find out just which 
ones should be shot. 

Knives has the poor clown 
surrounded by several boxes that open and 
close at rapid inten^als. Hitung an apple or 
happy face in an open box will increase 
your score, while hitting a sad face or the 
clown will cause you to lose points. 

The final game of the first five is 
Strength, Here three strength testing 
machines are set up. As the clocks dck on, 
you must shoot at the weights at the base 
of each machine. Successfully hitting the 
weight will send it cruising to the top and 
add points to your score. Monkeys and 
balloons will tr>' to block some of your 
shots so you must be careful, hitting them 
will take away points. 

The final three games are only 
available with an adult ucket. The Clock 
Shop has a bunch of different cuckoo 
clocks along die walls. The goal is to hit 
e idler the cuckoos when they pop out at 
the stroke of twelve, or to hit the 
pendulums when they are at dieir apex. 
Hitting the pendulums at any odier time, or 
hitting the clock face will cause you to lose 
points. 

Haunted Hill IS a free for ail shooung 
gallery where things pop up all over the 
screen. Since everything is fair game, this 
booth does not require the discriminadon 
of Potpourri, but because it is the most 
cosdy booth, many items must be hit if you 
want to actually win tokens and close the 
booth. 

No sideshow would be complete 
without the final event, die Dtmk Tank. 
You must hit the dunk panels to dunk Willy 
in the cold water after they have changed 
color, but before he covers them up again. 
The programmers added a nice feature that 



allows anyone with a digitizer and the 
proper soft^'are to include dieniselves or a 
friend in die dunking seat. This might make 
for some real competiuon! 

Any good carnival goer will also 
spend some time at the food stand. You 
spend your tokens here to buy one or more 
of the its ytimmy treats, hot dogs, popcorn, 
cotton candy, and soda pop. Periodic trips 
here are important since you will be forced 
to go home if you get too hungr\^ 

Random events can also occur 
diroughout play. It may be a magician 
tr)'ing to sell you his hat, a spare ticket on 
the ground, or something else entirely. 
Some are worthwhile, and odiers are a 
waste of your dme and possibly tokens. 
The game claims to have some special 
diings also built in, called Easter eggs. The 
only one I found was that hitung die man 
at the concessions boodi cost me 5 tokens. 
He did say ouch though. 

The graphics are very^ well done and 
have the feel of a real sideshow. The 
balloons and other items do have a 
cartoon-like feel to them which adds to 
play. As with It Came From The Desert , dils 
richness of graphics does lead to long delay 
times during play while graphics are 
loading, but I suppose there was no way 
around it. 

Either Acdonware's light gun or die 
mouse can be used to control your shots. 
W^hiie die light gun can be somewhat fun, 
I found it difficult to use accurately and 
ended up using the mouse for most of my 
play. 

The main draw^back to the game is its 
strict adherence to the overall spend tokens 
theme. Since some of the more expensive 
boodis are also more difficult, you will 
often have to replay a few of the easier, 
token earning booths just to have enough 
money to play diem. Some sort of pracdce 
mode would have been nice here, allowing 
die user to hone their skills before 
competing for real tokens. 

Sideshow could have been another 
of those games that w^ould go great with a 
crowd of people. It would be fun to 
compete against other players for the best 
scores in each event. Maybe they will fix a 
later version to allow for this feature. 

Sideshow is an enjoyable game. 
While the novelty of the light gun will w^ear 
off quickly, the game itself can hold up to 
a few pi ay in gs, and since they do write the 
high score to disk, it is very open to 
repeated playlngs to continue ±e quest for 
an even higher score. 

AFTERBURNER 

Finally this month I want lo look at 
anodier of Sega's conversions of dieir 
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arcade games for the Amiga, After Burner 
did very well in the arcades and has finally 
found its way to the home computer 
screen. Flying the awesome F-14 Thunder 
Cat will let you come face to face with wave 
after wave of enemy aircraft. Only your 
quick wits and high calibre flying skill wiU 
keep you from being destroyed by contact 
with either of them. 

Obviously there is not much plot in 
tliis game, they didn't even get the name 
right. (The F-14 is really the Tom Cat.) But 
if you are looking for action, this one is sure 
to fit the bill. 

During the game you will fly over a 
wide variet}^ of terrain: The open desert, 
green hills, die open ocean, and above the 
clouds. You begin your mission taking off 
from your home carrier. A refuelling plane 
is waiting for you after the second wave, 
and you will land at a special air su-ip after 
the fourth wave. I am not sure what is 
beyond this since I only made it to the sixth 
level. 

Enemy planes go in t^'o different 
directions, towards you and away from 
you. Those flying away can maneuver a bit 
but are usually easy to kill Those coming 
at you pose more of a threat since not only 
do they occasionally fire, merely touching 
them causes a mid-air collision that is 
always fatal to your craft. And their missiles 
aren't nice either. 

In addition to movement in the four 
basic directions, you have a special roll 
maneuver available to get out of the really 
trick)' situations. While it is a bit difficult to 
learn, once you get the movements down 
it is fairly straightforward to perform, as 
long as you remember to do it in time. 

Your offensive armament includes 
both a 20mm cannon and air-to-air 
missiles. The cannon is the easiest to fire, 
has unlimited shots and fires straight 
ahead. Missiles, on the other hand are in 
limited supply and require a lock-on to go 
after a target. But they can hit an enemy 
plane an>^^here on the screen. 



BRIDGEBOARD USERS! 

Don't waste money, slots, or desk space buying extra 

IBM-compatible or Amiga floppy drives! The Bridge Drive 
Commander + gives you direct access to ail your tnternal 
and external Amiga drives from the Bridgeboard, and direct 
access to IBM type 360K and 720K drives from AmigaDOS. 
Bridge Drive Commander + is totally transparent and 
automatic. Put an IBM type disk in any drive and use it just 
like on any IBM compatible! Put in an Amiga disk and return 
to Amiga use! J ust that simple, just that fast! One drive can 
use Amiga disks at the same time another is using IBM- 
compatible disks. Disks are completely usable by other 
Amiga and IBM-compatible computers. Ail hardware, no 
software drivers to load, no precious memory or expansion 
slots used up. Plugs onto motherboard at internal drive con- 
nector. (No soldering or wiring changes.) Compatible with 
all Bridgeboards (8088, 80286), SideCar. all accelerator 
boards (any 680x0), hard disks and other hardware and 
software. 

Bridge Drive Commander + $ 97.50 

MJ SYSTEMS 

Dept 10A, 1222 Brookwood Road. Madison, Wl 53711 

1-800-448-4564 

(24 hours MasterCard/VISA) 

Product names are iracl6fnarks of Iheir respeciive companies 
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Tlie graphics are not quite up to the 
arcade version, but they are fairly detailed 
and do get the player into the feel of flying. 
As is the case with most good graphics, you 
will likely find yourself leaning during play 
as your plane banks to one side or the 
other. The game uses digitized sound that 
adds to the experience. 

I do wish Sega and other arcade 
game producers would learn how to write 
high scores to disk. Why have such an 
elaborate high score name entr^^ system 



when it is thrown aw^iy when the machine 
is turned off? Come on folks, get widi the 
show, 

Mer Burner is a very sharp shoot- 
em-up in tlie most literal sense. While it 
may not be die best of ±e bunch, it is a 
good game and should provide many 
hours of entertainment for many arcade 
players. 

•AC* 
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It Came From The Desert 
Cinemaware Corporation 

4165 Thousand Oaks blvd. 
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Omnitrend Softwa re, Inc. 
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(312)480-7667 

Price : $49.95 

Inquiry ^212 



Amazing Computing V53 ©1990 51 



by Rich Falconburg 



rt1£ COMMA NP LIN& 



I 



commented recently about the benefits of 
upgrading to new versions of the operating system. A 
problem I always encounter is how to preserve an 
existing environment which has been extensively 
customized. If you are new to the Amiga, or have a 
small system, you may not understand what all the fuss 
is about. On the other hand, those of us who have been 
around a while, and particularly those with an ex- 
panded system, know what a headache updating can 
be. We also know how we always seem to forget to 
make a hardcopy or a backup of those special files that 
we have so painstakingly created. 

WHERE TO START? 

There are a number of ways to approach this subject, so we 
will start witii the basics. At the simplest level you could remove the 
Delete permission from the files you want to keep. The primary files 
to consider are: 

startup-sequence 
StartupII 
MountList 
system-configuration 

Other (VI .3) files to consider: 

Shell-Startup 
CU-Startup 

This is a generic list. You may wish to include other files that 
are specific to your system. In particular, do not forget any files from 
the s: director^^ that you have created. Generally, if you have a 
recent backup of your system (you DO back up your system^ 
DON'T YOU??), it will not be necessary to include other files in this 
procedure, unless you like the security of doing so. For many 
people, this operation may be a w^aste of time. For those of us with 



a hard drive, however, it will be a lifesaver if used as the precursor 
to an upgrade. The problem I am addressing here is that the files 
listed above are tlie default file names used by AniigaDOS with each 
version of the operating system distributed. 

Obviously, the only way you are going to be able to take 
advantage of the new features provided by tlie upgrade is to copy 
the files from the distribution disk to your boot disk, be it a floppy 
drive or a hard dri\'e. DiskCopy works for floppy users, but you 
would still have to rebuild the boot disk in order for it to work the 
way it used to. As for the hard disk user, DiskCopy is out of llie 
question. 

So how do we get around tliis minor dilemma? The easiest 
way is to use COPY ALL. Therein lies the rub. Unless you have taken 
measures to prevent it, the latest DEFAUTT files will merrily be 
written on top of your customized jewels. If you do not happen to 
have a hardcopy or backup of the contents in those fUes (sure you 
do... the ver>^ latest??) bye, bye hard work and hello to what could 
be hours of reconstniction. Am I speaking from experience? FU 
never tell 

GET WITH THE ROUTINE 

Using the protection method described above you could set 
up a script file such as this (I have called it UG.l): 

; This file should be used to install any Workbench 

; Enhancer Upgrade. 

PROTECT s: startup-sequence -d 

PROTECT s:StartupII -d 

PROTECT s:Shell-Stanup -d 

PROTECT s:CLI-Startup -d 

PROTECT devs:MountList -d 

PROTECT devsiSystem-Configuration -d 

By itself this may be enough to do the job. However, if you 
are creating a boot floppy, space is usually at a premium. Here is 
a possible way to help you copy more selectively. Create a script 
containing die following lines: 
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LIST DIBS DFO: TO UG.2 LrORMAT»"COPY l£%S DF1:%S'' 
LIST »UG,2 DIRS DFO:DEVS LFORMAT="COPY %S%S DF1:%S" 
LIST »UG.2 DIRS DFOiFOHTS LrORMAT="COPY %S%S DF1:%S" 

Executing this file (call it what you wish) or entering the lines 
interactively will create a file called UG.2, containing the following 
lines. You may now edit this file and remove any directories you 
do not want. I've used DFl: in the LFORMAT statements shown 
above as the destination, but you could just as easily use DHO: or 
some odier partition. 

FHe UG.2 

COPY DFO:C DFl:c 

COPY DFOiPrefs DFl:Prefs 

COPY DFOiSystem DFl:System 

COPY DF0:1 DFl :1 

COPY DFOrdevs DFlidevs 

COPYDF0:sDFl:S 

COPY DFO:t DFl :t 

COPY DFO:fonts DFl:fonts 

COPY DFO:libs DFl :libs 

COPY DFO:clipboards DFlrclipboards 

COPY DFO;env DFl:env 

COPY DFOiUtUities DFl:UtUiUes 

COPY DFO:devs/keymaps DFl;keymaps 

COPY DFO:devs/printers DFl: printers 

COPY DFO:devs/clipboards DFlxlipboards 

COPY DFO: fonts/topaz DFl: topaz 

Append this file to the first one that w^e created containing the 
protect statements with: 

1> JOIN UG.l UG.2 as Upgrade 

You may wish to set the protection so that it makes this file as easy 
to execute as a simple command with: 

1> PROTECT Upgrade +s 

You may then enter: 

1> Upgrade 

And all tlie hard work will be done automatically (make sure 
the new Workbench disk is in DFO:, silly) witli the files YOU want 
copied to your boot disk. For your own protection you probably 
would not want to set the script bit on tliis file, because of the 
damage it could do should you inadvertently t>pe that command. 
Unlikely, but you know what they say about an ounce of 
prevention. 

Much of tlie typing has been done for us with the use of a 
new option to tlie LIST command. Each occurrence of %S is used 
to determine how descriptive the patli will be. The two greater- 
than signs perform the APPEND redirection operation. A single > 
will cause the file defined to be overwritten. Using vwo tells 
AmigaDOS to append tlie data from this operation to the end of 
the file described. 

RUSTVPLUMBING 

I had intended to show you some clever ways of using a few 
of the new features in WB 1 .3. Well, due to poor EXECUTE scripts 



and the even worse piping capabilities of AmigaDOS 1.3 this litde 
demonstration lias been somewhat anti-climatic. You see, the only 
variables you can test in an EXECUTE script are the environment 
variables, and then only die IF command is useful. There seems to 
be no ^^ay to place a file name or even simple text into a local 
variable. Working widi envii-onment variables for that purpose is an 
exercise in futility, Commodore has die audaclt}^ to call tliis a shell? 
I, for one, am not impressed. Effective command file execution 
cannot be performed without some simple means of manipulating 
the data. 

As for pipes, we are still a long way from the classic definition. 
There is the PIPE: device which should more appropriately be 
called an Inter-Process Communication (IPC) device. It does well, 
but as for the pipes most of us have come to know, forget it. Perhaps 
I am being harsh on the old PIPE:. Part of the problem is that most 
of the exisdng AmigaDOS commands do not take too kindly to 
input from anywhere but the keyboard. Most of you are familiar 
with the redirection symbols: < for input and > for output. In typical 
shells the pipe symbol is the vertical bar ( I ). For any of you who 
may not know, a pipe is a means of porting the output of one 
program to the input of another. Yes, it is similar to IPC, but for a 
shell environment it relates more specifically to Operating System 
commands and transferring information between them in a very 
efficient manner. For example, if we had a real PIPE, we would be 
able to send the output of the LIST command through the SORT 
command and produce an alphabeuzed listing complete widi all 
the needed information. Sure, you can do that now with the 
foUow^ing: 

1> LIST >tmp. lis 

1> SORT tmp.iis tmp.srt 

1> TYl^E tmp.srt 

But with a true PIPE, it could all be accomplished on a single line 
without the overhead of temporary* files — obser\*e: 

1> LIST I SORT 

The final result for each operation is the same widi some notable 
exceptions in the latter example: speed and the lack of unnecessaiy 
files to clean up. 

This is die standard method used in Unix. Forgive me for 
constantiy alluding to diat (foreign) operating system, but many of 
the design concepts for AmigaDOS were based on Unix, so it only 
seems natural to draw parallels. Would you rather I made correla- 
dons to MS-DOS? Hmm... didn't diink so. After all, the Amiga is 
much closer to a Minicomputer than it is to an ordinar^^ PC, right? 
But I digress. 

PIPE: can be useful for sending data from one program to 
another but only in the sense of file I/O. In other words, the 
programs may send die output generated to PIPE: as diey normally 
would to something such as PRT: or a disk file. PIPE: may be used 
as input in the same manner. The real power of PIPE: is its ability 
to handle the operation asynchronously. For example, if you have 
a large file from your favorite editor that you wish to process 
through a text formatting routine of some kind, die normal process 
would be to write out die file from tlie editor and when finished, 
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use that file as the input to the text formatting routine. For small 
files this is usually no big deal. With files of significant size it can 
take a while before you are allowed to look at the final product. 
On the otlier hand, you could send the information direcdy to a 
PIPE: channel To use more than one PIPE: channel at a time simply 
provide a unique designation such as: 

PIPE:a, FIPEib, PIPE:1, PIPE:2, PIPE:IN, PIPE:OUT, etc... 

Then if you were to copy PIPE:a to the formatting routine, 

it could begin processing tlie data immediately without waiting for 
the editor to finish sending all of tlie data. This can be useful in 
situations where one program is slower than another in processing 
the information. It is something like pouring water into a bucket 
which has a spout pouring into another vessel. 

LETTERS 

A reader from Kansas, Mr. Robert C. Batson, has requested 

that I compare WShell to the program I just reviewed, Tsheil. I will 
go one belter Robert. Because of my constant frustration witli the 
inabilities of the AmigaDOS Execute command and its band of 
hoodlums (remember, execute also means "to inflict"), Ihave been 
evaluating a variety of shells. A couple of them are Public Domain 
and, for the most part, tliey are ver>^ good. Next time we will begin 
looking at alternatives such as WShell and begin a comparison of 
them to the AmigaShell. WShell was written to use ARexx as its 



native script language, and I hope to examine the ARexx alternative 
in fumre issues. I realize that AKexx's being included in WB 1.4 is 
the talk of the town right now, and I, for one, am veiy glad to hear 
it. If and when ARexx is included as part of tlie Amiga's Operating 
System, this machine will enter into a realm of capability that 
boggles the imagination. 

R. H. Hall, from New York, asked an interesting question. He 
wanted to speed up the execution of certain files and decided to 
do this by eliminating disk accesses. Of course, in order to limit disk 
accesses, he had to make certain commands resident in RAM: and 
then set the scripts to execute in R/VM. He tried to do it this way: 

execute file in RAiM: 

the commands being executed were resident 

RAM: t existed 

assign T:RAM:t 

Unfortunately, it was not entirely successful. He complained chat he 
continued to experience unexplained disk access. A lack of 
information makes it difficult for me to determine what might have 
caused the continued accesses to disk. After a few intermediate 
Steps he edited the execute file to begin witli: 

.key a 
where 

there is no <A> in the file 

there is no corresponding argument 

in the execute command itself. 

This solution worked, but the reader wondered why inserting .key 
did die trick. The reader's execute file was edited to include a 
dummy .KEY statement which has the effect of forcing Execute to 
copy the file to the T: directory in an attempt to replace the 
parameters with the supplied value. Since no value is supplied and 
tlie parameter is not used anywhere in tiie file, no substitution is 
performed. Since die T: directory is in RAM:, the Execute command 
has been duped into doing everything there. 

The reader states that this operation is performed during 
startup. My guess as to why tlie first option — making all commands 
Resident, copying the script to RAM: and executing it from there — 
did not work is tliat die file has not been executed from an 
AmigaShell process. The standard CLl console window, which is 
the nature of the original AmigaDOS window in startup, does not 
recognize anything that RESIDENT does. The Resident command 
requires a Shell window to fimction properly. If the file is being 
called from s:startup-sequence, tiy moving that Execute call to the 
S:StartupII file, or better yet, create a new console window with: 

NEWSHELL NTWCON:0/0/640/200/AmigaShell 

I have had some anomalous indications when trying lo 
execute files during startup. I have also found that providing tlie 
routine its own console window generally solves the problem. 

Thank you for your letters, and I encourage others to write 
in care of Amazing, or you may send EMail to R.FALCONBURG on 
GEnie. I will try to answer your questions as quickly and accurately 
as possible. 

•AC* 
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review by Barry Solomon 



1 V 1 JbyV 1 was one of the 

earliest titling programs for the Amiga. 

For some reason, I never tried it. I had 

heard nice things about it, but just 

never had the urge to run out and buy 

a copy. In August of '89, I saw the 

(then) soon-co-be- 

released TV*TEXT 

Professional 

demonstrated at the 

AmiEXPO show in 

Chicago. 

It was being 
put through its 

paces by John and 

Copper Bittner who 
are the Zuma 
Group. 

I watched, 
spellbound, while 
John (who wrote 
the program) 

zipped through 
some veiy neat 
scuff. He was doing 
a demonstration for 
a local Amigan, and 
1 was privileged not 
only to see this fan- 
tastic demo but also to watch the face 
of this young Amigan who, I am sure, 
was one of the first people in Chicago 
to buy this program. He could not take 
his eyes off the screen. 

The program has been available 
for a few months now and, having had 
a good chance to put it through its 



paces, I would like to share some of my 
impressions witii you. Since I never 
worked with the original TVTEXT, 
and since many readers may not be 
familiar with it, I have chosen to do a 
full review of this fine product, rather 
than just highlight the new features. 



^mii 




Figure One: Using Stencil, boxes, circles^ eta 
can be ''dropped" over text ivithont affecting it. 



THE MANUAL 

The manual was written by BUI 
Burke tt, whom I do not know and will 
probably never meet, but to whom I 
sincerely feel I owe this plug: I can 
honestly say that in my two years in the 
Amiga community, I have never seen a 
better written manual. Period. 

(continued) 
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Oust before going to press, one of my 

editors here at AC pointed out that this 
seemed to be as much a review of the 
manual as a review of the program. I 



working copies, how :o install the program 
on a hard drive (should you have one), and 
how to install the fonts on your hard drive. 
Fonts? Oh, didn't I tell you? The first three 




honestly hadn't intended to step through 
the manual as part of tliis article, but it is so 
well laid out that following it was the best 
way ro acquaint myself with TVText Pro's 
features. Therefore I tliought that the same 
might be true for you readers!) 

The manual starts where a good 
manual should start: explaining itself and 
its layout. It is divided (as the Welcome 
section will tell you) into four parts: 

• Program Installation Instruaions 

• The Tutorials 

• The Reference Section 

• The Appendices 

Also included is (hang onto your 
hats!) an Index! I know that many of you 
who have bought more than a handful of 
Amiga programs have run into this sad truth 
about Amiga manual writers: many of ±em 
seem to be totally unfamiliar with the con- 
cept of an index. They assume, apparently, 
that you will read the manual, memorize it, 
and never need to refer to it again. (I 
recently spent S500 on an Amiga software 
package [I will omit the name to protect the 
lazy] and J even with a 200+ page manual, 
there was no index!) Anyway, for tliose of 
you without eidetic memories, this manual 
actually can be used for reference. 

PROGRAM INSTALLATION 

These first few pages tell the new 
owner, clearly and succinctly, how to make 



Figure Two: 
Drop, Cast, 
and 

Transparent 
shadows are 
available. 



volumes of the famous ZUMA fonts come 
free with TV^TEXT Professional. Not a bad 
deal! Also discussed is how to use Color- 
Fonts with the program (tliese, however, 
are not included). 

TUTORIALS 

The Tutorials section is fifty-eight 
pages long and contains five tutorials. Each 
is progressively more detailed, touching on 
more of the program's features, yet each is 
simple to follow and 
thoroughly 
explained. In fact, 
they are some of the 
best tutorials I have 
seen. The first one 
begins as simply as 
explaining how to 
start the program 
from the Workbench 
and from the CLI (for 
you masochists out 
there. Oops, my 
prejudice is 

showing!) 

Also explained 
is the Screen Format 
Requester. This al- 
lows you to choose 
the number of screen 
colors and resolu- 
tion. TVnr_Pro allows io-res and hi-res 
modes, with and without overscan. Extra 
half-brite mode is also supported. 



This first tutorial also explains font 
loading (from external directories); use of 
the scroll bars, lists and requesters: how to 
enter and position text; and saving and re- 
loading your work (with either single or 
double floppy drives, as well as hard 
drives). 

All text in TVT_Pro is rendered with 
color, shadows, higlilights and more as set 
by the current preferences menu. One of the 
nicest benefits for the beginning user is the 
ability to render his or her name in seconds, 
complete with 3D-type shadow. 

Tutorial Number Two deals with 
backgrounds. The user is sho^m how to 
flood the screen with a chosen color, how 
to create several types of dithered back- 
grounds, how to use Cut and Undo, and 
how to lock the background. Dithering is 
available in eight different patterns and is 
usable with four different preset or user- 
definable color ranges. The results are very 
professional-looking dithered back- 
grounds. 

Once a background has been ren- 
dered, or at any time (even after text has 
been placed) die background may be 
locked. This locks the entire current screen ^ 
so that any text or graphic placed over it can 
be moved or completely removed without 
touching anything already placed. This fea- 
ture can seriously enliance creativity by al- 
lowing tlie user almost endless experimen- 
tation without risk! 

Tutorial Number Three explains such 
features as Stencil, Reverse, and Object 
loading and rendering. Once your back- 
ground has been 
locked and you 
ha^^e rendered text 
or a graphic over it, 
Stencil is a way to 
lock your new text 
or graphic. This 
feature was lots of 
fun to play with. 
First, I created a 
background and 
locked it. Next, I 
entered some text. 
Now let's say I 
have decided that 
the text would 
look nicer inside a 
box. I could render 
a box, pick up the 
text, place it in the 
box, and then pick up the box w^idi the text 
and place it on the screen. Seems like a lot 
of work, huh? 



^7 can honestly say 
that in my ttvo years 

in the Amiga 

community, I have 

never seen a better 

written fnanuaL 

Period. " 
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Well, by setting StencO to "on" we can 
create an appropriate box and place it di- 
rectly over the text. The box will cover the 
background but will not cov'er the text. In 
other words it will not appear anTO'here 
the text is. So we have added this box in 
one step[ (See Figure One.) 

Objects, as the program refers to 
them, are actually brushes, saved in other 
paint programs, which can be loaded into 
T\T_Pro to create dazzling effects. Objects 
can be loaded "as is" — that is, with their 
own palettes — or, by loading them witli 
"auto color", a new palette will be com- 
puted from TVT_Pro's current palette. 
Objects may also be "rendered" in the same 
manner as text. Choosing ''Render Face" 
will render the outline of the object accord- 
ing to the current preference setting. 
Choosing "Object Face" will first remap the 
object's colors and then 'Yender' the out- 
line. This is the perfect way to add a 
company's logo to your title screen. 

Tutorial Number Four thoroughly 
explains the idea of Render Preferences, its 
various components and how to change 
and adjust them. There are four compo- 
nents to a preference which determine how 
text, shapes, and objects may be rendered. 
The Face, obviously, is the face, or front, of 
your character or object. The Outline is just 
as it seems. You may adjust not only ±e 
outline color, but also its thickness. 
Shadow allows choice of shadow type 
(drop, cast, or transparent — see Figure 
Two), as well as depth (thickness). Lasdy, 
Light Direction allows you to choose the di- 
rection of light upon text and objects and, 
therefore, the direction of the shadows. In 
total, there are thirty-eight preset Prefer- 
ences combinations, any of which may be 
edited (modified). In addition, you may 
create your own settings and, as if this 



wasn't enough, you may also assign any ten 
of these preferences to your fimction keys 
(Fl-FlO), for ease of access! (More on tliese 
later!) 



ally teach a lot more dian in your average 
manual this layout acaially makes it easier 
to use the reference section as a reference. 



Figure Three: 

VariousfiUed 

and unfilled 

shapes may be 

created. 




Tutorial Number Five delves further 
into this world of Render Preferences 
explaining, in detail, how to edit existing 
Preferences and how to create your own. 
Any changes you make may be "used* in 
your current session. In addition, they may 
be saved for future use. 

REFERENCE 

The reference section of the manual 
is 120 pages long and covers every feature 
of the program. Each feature is discussed 
along with its use and placement in the 
menus or requesters. Instead of laying this 
section out in the order in which features 
appear in the menus (as most manuals 
seem to do), the author decided to do it al- 
phabetically. And, since the tuioriais actu- 



Figure Four: 

Text may be 

squeezed 

together or 

stretched out 
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APPENDICES 

After the reference section you will 
find five appendices. The first appendix 
covers customizing the program to your 
needs. Among the customizable features 
are screen resolution, interlace, overscan, 
and number of colors. This way, if you 
always use a l6-color, hi-res, overscan 
screen, the program may be set so that die 
program boots up this way each time. Of 
course, it is always possible to change these 
settings "on the fly" but this can save valu- 
able time. 

The second appendbc covers die use 
of Amiga color and its implications and 
use in backgrounds, transparency, and 
with genlocks. 

The third appendix is a discussion of 
tlie limitations of memors^and the possible 
related problems of multitasking. An inter- 
esting note is that I '^Tote this entire review 
using the word processor in The Works 
while running TVT„Pro in the background. 

RENDER PREFERENCES 

The Render Preferences setup of 
TVT_Pro is a joy to behold. As mentioned, 
there are four main attributes of a Prefer- 
ence. The first, Face, gives the user sbc 
different face choices: Solid, Ful, Mid, Split, 
Cycle, and Diagonal. The last Vive types are 
various dithering patterns. 

The Oudine Requester allows a 
choice of color and depth (thickness). Also, 
an outline may be solid, or it may have any 



(coiuinued) 
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one of seven differeni "fills". These range 
from various dtUier patterns to anti-aliasing 
to "Glint". The 'Style" of the outline is also 
user-determined. Outl will completely 
outiine the character. Edge will outline in 
conjunction witli die selected light direc- 
tion, while Xtrd will extmde the outline in 
conjunction with the light pattern. 



your current Preferences setting. The thick- 
ness of these borders is shown in pixels and 
is adjustable. 

Fonts can easily be chosen and direc- 
tories may be changed at any time. One 
feature I love is a graphic representation of 
font size in the Font Size Requester. It is 
great to see exacdy what your font size is 
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Figure Five: 
Tile (left) and 
Wallpaper 
(right) 
backgrounds 
are available. 
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Shadow options also abound. Shad- 
ows are adjustable by color, depth (thick- 
ness), and sty'le. As mentioned drop, cast, 
and transparent shadows are available in 
any color or tliickness. Strobe is anotlier 
shadow option which produces a 
"shadow" that utilizes a range of colors as 
determined by the Color, Cycle, and Repeat 
buttons. Glow, similar to strobe, shadows 
characters completely, regardless of the 
light direction. 

Light direction is the last of the pref- 
erences settings. The lighting may be set so 
that liglit falls from any of eight different 
direaions. 

Unless my matli fails me there are at 
least 3024 preferences combinations with- 
out counting different outline and shadow 
thicknesses and tlie use of different colors!! 

MOEJE FEATURES 

The features of TVT_Pro are so many 
and varied as to be far beyond tlie scope of 
this review. Not only that, diey are useful, 
as opposed to gratuitous. I can't recall a 
single feature chat made me think, "That's 
great, but what the heck can I do wicli it?" 

Besides tl^e ability to create filled and 
'rendered' boxes, ellipses and circles, you 
may also create various Borders. These 
may be horizontal or vertical lines, boxes, 
ellipses, and circles. (See Figure Three.) All 
of these are also rendered according to 



create tile or wallpaper-style backgrounds. 
(See Fig\ire Five.) 

Text styles may be plain, italic, bold, 
underlined, or any combination of tliese. 
All text may be either left or right justified 
or centered. (See Figure Six.) 

SUMMING IT ALL UP 

I have tried over and over again in my 
columns and articles to a\^oid giving any of 
my readers the impression that any one 
software package of a given type will fill all 
of their needs. Personally, unless your 
needs and wants are \'er^' narrow or you are 
Y^H-illing to spend something like $1000 per 
program, 1 don't think these types of pro- 
grams will ever exist. 

'lA^'TEXT Professional does not rec- 
ord and play scripts of multiple pages as at 
least one of its competitors can do. It wili 
not create animated screens (unless you 
count color cycling) as some paini pro- 
grams can do. 

What T\'T_Pro can do, how'e\'er. is 
create lush, professional-looking title 
screens widi v^vy little effort beyond that 
needed to type in the text! While it ma>' not 
be the only titling program you will ev*er 
use (it is not the only one I use), I can 



Figure Six: All 

text is adjustable 

for style, Nonnaf^ 

Italic, Bold, and 

Underlined, are 

supported as are 

combinations of 

styles. 



before you choose it. Also the widUi of a 
line of text may be adjusted before render- 
ing. This can create an illusion of almost un- 
limited numbers of fonts. (See Figure Four.) 

The standard editing features of Cut, 
Copy, and Paste are all available as are 
Resize and Undo. Additionally, a rotate 
feature is available wliich works on text as 
well as grapliics. 

Grid backgrounds of any size and 
color may be created automatically. /Vlso, 
any text and/or graphics may be used to 




almost guarantee that, if you ever tiy it, you 
will wonder how you managed for so long 

•AC- 



without it. 
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The Bugs and Upgrades 
Column 



Bug • Bytes 



by John Steiner 

PageStream Version 1.8 is now being 
shipped to current registered users. The 
upgrade consists of three disks: a program 
disk, and tw^o drivers disks. Tliere will be an 
addendum to the current manual (Aversion 
1,6), and the upgrade package contains 
information as to how to order a 
completely revised manual. New and 
improved features of PageStream 1.8 
include improved dot-matrix print output, 
better font handling, improved import 
modules, improved file requester, better 
drawing tools, improved screen displays, 
and support of several new text import 
modules. After having worked at some 
length with PageStream 1.8, I am 
convinced tliat it is much more usable and 
a far more dependable program than the 
earlier versions. If you did not register your 
earlier version, send in your registration 
card to receive your Version 1.8 upgrade. 

I received a bug report regarding 
PageStream 1.8 on People Link from Jon 
Wolf, tlie Amiga Public Domain Librarian 
for the Boston Computer Society. (Jon is 
known as J. Wolf on PLink, and J.Wolf on 
Bix.) Jon was mnning Memwatch II (Fred 
Fish #87) when he discovered that 
PageStream changes pointers in low 
memory three times as it boots. This may or 
may not cause random crashes on the 
Amiga, 

When low memory pointers are 
changed, it is even possible for the system 
to crash after PageStream has closed, which 
may cause you to falsely accuse another 
program of being responsible for a system 
crash. If you run Memwatch II before 
running PageStream, it will give you the 
option of resecting the low memory 
pointers to their original value after 
PageStream changes tliem. 

Also, quoting from his letter, 
"Somewhere in the middle of the page (not 
text boxes), I created an IS-point object. 
The object was the word Amiga (I used an 
8o" X 11" page). I then duplicated tliis 
object. Oh yes, any font will do. Then I 



rotated this so that the top of the word was 
facing left and the bottom was facing right. 
Then I aligned the rotated copy all the way 
to the left. It then vanished off of the screen. 
The original object now cannot be selected 
or moved. If there are multiple objects, 
none of them can be moved or selected. I 
can do a "Select All" to select my object, and 
it looks to be selected. If I iry to drag this 
object, I crash witli a Guru *4.0." 

As I have been working on a review 
of PageStream 1.8, 1 attempted to duplicate 
Jon's bug. I was able to duplicate it as 
described with tlie exception that my 
system did not Guru. It did, however, lock 
up the task and refuse to allow me to exit 
when I tried to quit the program. This 
problem could cause damage to your 
document, be careful when rotating 
duplicated objects. 

To demonstrate a bug in tlie text 
export function, create a page, put a text 
box on the page, and put text in this box. 
Now insert a page in front of this page. 
Create a text box on the new page and put 
text in the box. What you have just done is 
created a page 1 and inserted a new page 
1. Now export the ASCII text. If you look at 
the exported file, you will fmd that page 2's 
text is in front of page Vs text. Page 2 is the 
original page 1. Page 2's text should be after 
page I's text, page 1 being the inserted 
page. If you need to export the text from 
PageStream, keep this problem in mind, as 
the exported text ends up being 
rearranged. 

Another problem I found is in regard 
to object rotation. If you rotate an object 
and then resize it, the object rotates itself to 
a mirror image of its original state. You can 
simply reopen the rotation requester and 
reset the first two values back to where they 
were when you finished the rotation. To 
work around this bug, be sure to resize the 
object before you rotate it. 



While on the topic of desktop 
publishing sofivt'are, I had the opportunity 
to work at some length witii PageSetter II. 
The program, a much improved release of 
die original PageSetter, has a small problem 
with its printouts. A close cousin to 
Professional Page, PageSetter II exhibits 
the same print problem as reported to be in 
Professional Page In an earlier "Bug Bytes". 
The location of an object during page 
layout and its location on the page after 
printing to dot matrix are not the same. 
Objects are placed 1/4 inch down and 1/4 
inch to the right of where they were placed 
on the on-screen page. 

There are a couple of possible 
workarounds. If your printer has a 
repositionable paper feed mechanism, you 
can misadjust the top of form and left 
margin by 1/4 inch. If you have an HP 
LaserJet or compatible, an HP DeskJet or 
another sheet-fed printer that will not let 
you position the paper, the easiest 
workaround for the problem is to set the 
page left and top margins to 1/4 inch less 
than they should have been. This will 
essentially offset the output by the correct 
amount, and allow tlie printout to be 
positioned properly. 



Howard Audet wrote via electronic 

mail (Howard A on Plink) about a problem 
that can occur when using Professional 
Page Version 1.3 and Transcript together. 
Professional Page is able to send text 
through a port to Transcript, if it is currently 
running, so that you can perform major 
editing functions, such as spell checking, 
which cannot be done from widiin 
Professional Page. A hot key combination 
and menu choice are available (when you 
are in Professional Page text mode) tliat 
sends tlie text into Transcript. If Transcript 
is not currently running, Professional Page 
knows that it is unavailable and ghosts the 
menu choice, rehising to honor the hot key 
combination. If Transcript is iconized or 
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"sleeping" (in order to take as little memory 
space as possible), and you try to send text 
from Professional Page, you will be off to 
see the Guru. Be careful with this problem, 
because you could lose a lot of work. 



• • • • • 



FKAZip, an archiver for 
compression J storage, and transmission of 
.\miga files, has a problem with the SRC 
and DEST functions. If you have a vQiy 
large assign list (somewhere above 50 
items), PKAZip will crash. I am told diat 
autlior Dennis Hoffman is aware of the 
problem and will have a fix for it in a future 
version. In the meantime, die only 
workaround I can think of is to write a 
script that removes the assigns, then 
executes PBu\2ip, and reinstitute die 
assigns when the Zip session is done. 
PKAZip is shareware and can be found on 
most information sendee download 
libraries. 



Bars & Pipes, the music sequencing 
program from Blue Ribbon Bakery, Inc. , is 
at Version l.Od, and Melissa Jordan Grey, 
the program's designer, has announced 
that all registered owners should receive a 
copy of the program. If you have not sent 
in your registration card, you should do so 
as soon as possible. 



An open letter to the original owners 
of the Taurus-Impex version of X-Cad has 
been posted on the major information 
services. The letter, written by David J. 
Brogran, Managing Director of 
CAD VISION International, is offering an 
upgrade to X-Cad owners. The newest 
versions of X-Cad, X-Cad Designer, and X- 
Cad Professional have been created by a 
company called CAD VISION International 
C.\D VISION has purchased all rights to the 
use of the original X-CAD source code from 
tlie developers, who went out of business. 
They have tried to obtain the database of 
registered X-Cad users, so they can mail an 
upgrade offer. 

According to the letter, die key 
enhancements to the product are: 
AutoCAD DXF read and write; user- 
definable dynamic screen menus; a screen 
menu template for ease of use: export to 
Professional Page; export to Sculpt for 3D 
visualization; enhanced/ new printer and 
plotter drives; Summagraphics tablet 
support; 68881 matii coprocessor support; 
Attributes Dimensional tolerancing; and an 



understandable manual in a decent box. 
The price of die upgrade is $199.00. 
Payment by Visa or MasterCard is accepted. 
As proof of purchase, die Taurus serial 
number and date of purchase will have to 
be quoted when ordering. 



I received a letter from The Zuma 
Group, publishers of TV^ext, TV*Text 
Professional, and T\^*Show. As reported in 
an earlier "Bug Bytes", the letter told of the 
continuing abilit>' to upgrade from TV*Text 
to T\'*Text Professional. In addition, it 
announced the release of TV*Show Version 
2. Enhancements to TV'Show include 
support of IFF ANIM 5 animation format 
used by Deluxe? a int III, Videoscape 2.0, 
AnimMagic, and other Amiga animation 
programs. IFF 8SVX sound effects can be 
added to any on-screen event, and you can 
even synchronize your sound to a specific 
frame in your animation. 

If you already ow^n TV*Show, you 
may upgrade to TV*Show Version 2 by 
sending page C-1 from the original 
TV*Show manual with an upgrade fee of 
S30.00. If you wane next day air shipping, 
include a $10.00 fee (U.S. residents only). 



Antic Software's PHASAR 
(Professional Home Accounting System 
And Register) is being upgraded to Version 
4.0. The new release contains several 
enhancements including an improved 
interface with multiple scrolling windows. 
The new version retails for S89.95, and 
Version 3.0 owners v^^ill be able to upgrade 
to Version 4.0 for $39-95. To receive the 
upgrade, you must send them your original 
disk and a check or your credit card 
information. 



That's all for this month. If you have 
any workarounds or bugs to report, or if 
you know of any upgrades to commercial 
software, you may notify me by writing to: 

Jolin Steiner 
c/o Amazing Computing 
P.O. Box 869 
Fall River, MA 02722 

...or leave EMail to Publisher on 

People Link 

or 73075,1735 on CompuServe 



•AC* 



Products Mentioned 

PageStream 1.8 

Soft Logik Publishing Corp. 

11131 S. Towne Square. Suite F 

St Louis. MO 63123 

(314)894-3608 

Price: $199.95 

(1.8 upgrade: no charge) 

inquiry #200 

PageSetterll 

Professional Page VI .3 

Transcript 

Gold Disi< 

P.O. Box 789 

Streetsville Mississauga, 

Ontario. Canada L5M2C2 

(416)828-0913 

(PageSetter il) Price: $ 149 95 

Inquiry #201 

{Transcript) Price: $69.95 

inquiry #203 

(Professional Page V13) Price: $395.00. 

inquiry #202 

Bars & Pipes 

Blue Ribbon Bakery, inc, 

1248 Ciairmonf Road Suite 3D 

Atlanta. GA 30030 

(404)377-1514 

Inquiry #204 

X-CAD Upgrade 

CADViSION international 

Hazlitf Mews Hozliti Road. 

London. W14 0JZ. 

44-1-603-3313. 

Fax:44-1-602-2627 

Price: $199.00 

inquiry #205 

TV"Text Professional 
TV-Show li 

Zurva Group 

6733 N. Black Canyon Highway 

Phoenix, AZ 85015 

(602)246-4238 

FAX: (602) 246-6708 

(TV*Texffo TV'TexfPro Upgrade) 

Price: $50.00 

inquiry #206 

CfV'Show a Upgrade) Price:$30.00 

inquiry #207 

PHASAR 

New Version (4.0) $89,95 

Version 3.0 Upgrade $39.95 

Antic Software 

544 Second St 

San Francisco. CA 94107 

(600)234-7001 

inquiry #208 
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Roomers 



by The Bandito 



[The statements and projectiotis presented 
in *'Roomers" are rumors in the purest 
sense. The bits of information are 
gathered by a third party source from 
whispers inside the industry. The 
statements, comments, and obsewatiom 
in this column are those of the author 
only. Accordingly, the staff and 
associates of Am^izing Computing^^' 
cannot he held respomiblefor the reports 
made in this column J 

.\re the dogs of business war 
looking hungrily at Commodore? The 
Bandito has heard whispers that HP and 
General EIectric/RG\ are both sniffing 
around at Commodore's corporate pants 
legs. The theor\^ is that HP wants access 
to Commodore's strong European 
presence in the business and consumer 
markets, and Commodore's Amiga 
technology as a response to IBM and 
Apple's multimedia push. The rationale 
given is tliat HP wants to be a major 
computer supplier, and HP just won't 
give up. They have been trying to crack 
the PC market for years. They now have 
the best-selling printer line (LaserJet, 
DeskJet, PaintJet, etc.) and they bought 
Apollo to put tliem in the Number 1 spot 
in tlie workstation market ahead of Sun. 
So as a strategic move it makes some 
sense- 
But what does HP know about 
marketing a computer like the Amiga to the 
consumer market? Good question. The 
Bandito's reply: What does Commodore 
know about marketing a computer like the 
Amiga to the consumer market? The 
Bandito has heard it said of both HP and 
Commodore, that if asked to market sushi 
they would label it as "Cold Dead Fish", On 
tlie otlier hand, Commodore is trying to 
repair that image using their new 
marketing organization and multimillion 
dollar spending on the Amiga, with some 
success. HP is still tr>'ing to fmd a corporate 
ad strateg\^ that works. 

But the Bandito doesn't expect such 
an acquisition, since HP is still busy 
digesting Apollo. Besides, Irving Gould 
owns a big chunk of Commodore (enough 
to block most any takeover attempt) and he 



still believes in the Amiga's abilit>^ to pull 
Commodore out of its slump. Now if only 
Wal! Street shared that belief^ maybe the 
stock would be higher than 10. 

Hip magicians Perm & Teller are 
reportedly into Amigas, acquiring a 
complete set of hardware for home editing 
and tricks. It is possible we will see .\migas 
joining in some of their acts in the ftiture. 
The Bandito has heard that they may be 
making a new videotape of special interest 
to Amiga fans. 

Video is definitely the hot area for die 
.\niiga in 1990. The Bandito hears diat 
Amigas '^^iU be getting a high-end video 
editing system (over 510,000) sometime in 
1990, and a low-end video editing system 
(for well under $1,000). There are 
njmblings of some starding developments 
in Amiga video for this year. Expect to see 
higher screen resolutions and tnie 24-bit 
images coming out of Amiga screens this 
year — at prices that are affordable. 

Of course, audio goes with video, 
right? Perhaps that is why the Bandito hears 
rumors that a full l6-bit sound board will be 
appearing for the .\miga, making the 
Amiga a full sound editing workstation at 
the professional level. With tlie new 
Synthia, you can already create 1 6-bit 
instruments (you jusi can't hear tliem in 
their full glory^ unless you download them 
to a synthesizer). This and the Amiga's 
other advantages in graphics, animation 
and price may make die Amiga tlie new 
computer of choice for the professional 
musician. 

Commodore is going back to school. 
No, they are not taking classes (though 
perhaps there are some subjects they 
should study), but tliey are hiring plent^^ of 
people in the education department. They 
are gearing up for a long term assault on the 
education market. It is going to be a tough 
fight, but die Amiga has already gained a 
toehold in some places (notably at 
universities in the graphic arts 
departments). Commodore hopes to make 
it a three-cornered battle, offering the ease 
of use of die Macintosh with tlie low price 
of the Tandy, and far better color graphics, 
sound, and animation than either of them. 



The Bandito thinks that the A500 is the 
perfect computer for tlie schools. Now that 
more educational software is appearing for 
the Amiga, it looks like Commodore has a 
fighting chance to get a chunk of the 
education market. We will see what 
happens when the schools do their buying 
in the springtime. 

Dan Silva has left Electronic Arts and 
gone freelance. What does this mean for 
the future of DeluxePainL' Electronic P^ns 
may try to find a programmer to add H.\iM 
mode to DeluxePaint, since the lack of that 
graphics mode is its weakest point. The 
Bandito knows how hard it is to work with 
HAiM mode, so Electronic Arts may have to 
dig hard to find a programmer that can 
handle it. Do not expect a major upgrade 
any time soon^ since Dan was the driving 
force behind the last one. [Editor's note: 
Electronic Arts has demonstrated an 
ongoing commitment to enhance and 
upgrade all products on an ongoing 
platfonn. Do not expect that to change J 

Electronic Arts is mosdy getting out 
of the creativit^'/productiviry business to 
concentrate on games. What energies they 
do have left are going into IBM and 
Macintosh programs. EA's big push is in 
cartridge production. Their vision is that 
the ma jorit}^ of software in the future will be 
on cartridges or CD-ROMS, with the disk- 
based softw^are being phased out in a few 
years. The Bandito predicts diat disk-based 
software will be around longer than diat. 

The Bandito issues a call to 
developers - we need full motion video on 
the Amiga to counter the "multimedia" 
hype that IBM and Apple are putting out. 
Apple's been pushing it for months. IBM 
led off their Comdex boodi with a 
''multimedia'' presentation. Those guys are 
going to run away with the market if the 
Amiga communic}^ doesn't counter their 
hype. We have all seen NewTek's Demo 
Reels, so we know the Amiga can do full 
motion video. Let's get die hardware and 
sofr^-are out to make it easy for anyone, 
and we xvili send IBM and Apple scurr\ing 
for cover. 

The Bandito has found out that the 
Lynx hand held ^ddeogame was offered to 
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ALF 2 

Amiga Loads Faster 

Increased speed, safety, & 
efficiency on the Amiga. 

ALK. nn Amiga 500. 1000 and XXX) 
autoboot hard disk conhollcr system 
wilh software, 

■ MFM. RLL or SCSI coding. Uses any IBM- 
compatible hard disk with ST 506 Bus. 

■ Needs very litlle RAM (30 K), 

■ Fasfef with FastFileSyslcnri. 

■ Safer with Checkl3jivG. FiamoBnekup. 

■ Fasy to install, even MS DOS Paiiilion, 

■ New: FileRunner <TM> I he ALF2 bised 
complete bard disk system is formatted 
and comes wilh the WB 1.3 installed. II 
also has a capacity up to 190 meg,. 

■ Special: now aulobool with the A 7i.y^ !!! 



PRESPECT Technics Inc. ^ 

P.O.Box 670 O 

Station U O 

Montieat, Quebec. H3G ?.M6 * 

Phono: <5I4> 9544483 Fax: *514> 8-/6 2869 J 



Circle 165 on Reader Service card. 



Commodore first, and they aimed it down. 
They looked at for a while, and tlien said 
"there's no profit in it". So RJ and tlie r^'o 
Daves' had to grit their teetli and sell it co 
Atari. Now the Lynx is selling out at FAO 
Schwarz and the Sears catalog, and tliose 
favored few who have them can scarcely 
keep them out of the paws of eager 
borrowers. It looks like Atari will sell all 
they can make for the next year. So 
Commodore missed our on that chance, 
but tliey wanted to put all their energies 
into tlieir Amiga based video game. Time 
will tell if they made the right choice... 

The wheeling and dealing continues 
in the entertainment software business. 
Software Toolworks (publishers of 
Chessmaster 2000/2100 and Life & Death, 
to name t^'o) has amassed a war chest of 
$20 million dollars recently by making a 
stock offering. They just armounce the 
execution of a defmitive merger agreement 
which provides for the acquistion of 
Mindscape. Insiders w^liisper that the deal 
wasn't so much for the software tides (of 
which the Star Trek license is perhaps tlie 
best know^n), but for the Nintendo cartridge 
rights that Mindscape possesses as a 
licensee. Now Software Toolworks can do 
Nintendo cartridges without going tlirough 
all the hassle of setting up a licensing deal. 



Interesting things are happening in 
the wodd's biggest Amiga market — West 
Germany. One of the more innovative 
companies there is Gigatron. They are best 
known for the Minimax memory expansion 
for the A500 and .^miga 2000, but they have 
other interesting products: a multifunction 
card for the A500 that includes memor>^ an 
analog.'^digital converter and a hard disk 
controller. Even more interesting is an 
internal hard disk for d:ie A500 — a 2.5" 
non-SCSI hard drive witli 20, 40 or 100 MB. 
The Bandito wonders how diey fit it into an 
A500 case. Oh, and they also offer a new^ 
modierboard for A500 with a 68020 and 
internal hard disk. 

These widgets sound pretty^ amazing, 
but the best is yet to come. At the CeBIT 
sho'w in March they plan to introduce a 
laptop Amigz, w^hich sounds like die 
machine that some people have been 
waiting for. The laptop contains a new 
motherboard developed by Gigatron 
which offers some startling features. It has 
3 internal slots for things like a modem 
card, a 68020 card, or even a transputer 
card (unfortunately, the slots are not Zono- 
compatible, so you wOl have to buy die 
add-ons from Gigatron). There is also room 
for an internal 2.5'' hard disk. The display is 
either a 16 gray scale LCD or a gas plasma 
display^ both with a resolution of 640 x 480. 
Interestingly, the display supposedly uses 
tlie RGB output as a source, thus allowing 
sprites and all Amiga graphics modes to 
w^ork (diough how w^ell they map to 16 
grays is anotlier matter). On an LCD 
display, motion does not work well at all, 
unless it is an active matrix screen; diis is 
not. The keyboard has an integrated 
trackball instead of a mouse. Supposedly, 
you can get 8 hours of usage on one battery 
charge. The story told by the developers is 
that Commodore did not believe when they 
were told about it, but had to see it with 
tlieir own eyes. Well, the Bandito wiU not 
really believe it either, until it is sitting on 
the desk. Oh, and of course you want to 
know the price. Somewhere between DM 
5000 and DM 7000 or about $2750 to S3850, 
at die current exchange rate, depending on 
the configuration. 

Color LCD displays are already here 
and are expected to improve in quality^ and 
drop in price tliis year, so it is possible that 
might be an option for the laptop in 1991. 

You know, if Commodore was really 
on the ball ±ey w^ould think about 
redesigning the A5O0 to be a litde more 
ponable. Even if it just had a handle on the 
back to make it easy to carrj^ 





for AMIGA 

"..stunning capabilities.. simple to 

operate superbly crafted.." 

Gary Gehman, Amiga Sentry 6/89 

"Will certainly whet a lot of 
MyperAppetites" 

Neil Randall, 
Amiga world 1/90 

'This is one program 
that I will use often. 
For $80, it is a real 
steal, " 

Robert Klimhszewski, 

Amazing V5.1 THINKER 

Write, design, plan. Multimedia Idea 
Processor with HyperText! 

$Q £\ Version 2 
O U with ARexx 

Poor Person Software 
3721 Starr King Circle, Dept 5 
Palo Alto, CA 94306 
(415)-493-7234 
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Back home in the retail market, 
Amiga hardware is doing belter than 
softxv^are lately. The hope is that sofnv'are 
sales will jump in 1990, as all the new 
owners discover that they need some 
softv^'are, or all they have bought is an 
interesting way to practice typing skills. 
Apparendy, A500 sales are good, but tliere 
is not enough margin there to keep the 
dealers happy. They really make the big 
bucks on software sales. But there is some 
good news: since the price cut, A2000's are 
moving much better. And dealers make 
more money on an A2000 sale than on an 
A500. 

The Bandito's latest information is 
til at die A3000 wOl be announced in March 
or April, dien shipping sometime in die 
summer What's it like? Pretty much what 
you've already heard: a 25 MHz 68030. 
What's new is that it may come with Unix 
System V, and the whole package (with 
color monitor, 300 megabyte hard drive, 
and 6 megabytes of RAM) for under $7,000. 

The Bandito has heard that makers of 
add-in cards may have some problems with 
the new 32-bit bus design in the A3 000, 
diough it is supposed co be compatible. 
The key word iliere is "supposed'\ 
Somehow, these tilings never do seem to 

(continued on page 87) 
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Schmide^ 



by Barry Solomon 



I GOOFED! 

That's right I did. But before I cry mea 
culpa, please allow me to sidetrack for a 
moment This month of March should be an 
exciting month for us Amiga vide op biles. 
It's just possible (last I heard) tliat a long- 
awaited (and I do mean long-awaited) 
video product will start shipping toward 
the end of tlie month. Also, Tm expecting 
to see another new entry^ from a long-time 
Amiga hardware company^ — their first 
genlock. 

I have omitted ±e names of the 
above-mentioned companies, not to 
protect the innocent, but rather because I 
know how production can be, and I don't 
want to be responsible for making any of 
you readers crazy. 

March is also the time for the 
AniiEXPO in Washington, D.C., and one 
never knows what exciting new toys one 
will see at an AmiEXPO. As Amiga video 
becomes more popular — and more 
imponant — ^it continue to be a bigger and 
bigger force at shows like this. 

I hope to see many of you at tlie 
AmiEXPO... tliat is, I hope that many of you 
will be able to go, and I've already 
submitted my bribe to the boss, so I just 
mj;g/?rseeyou[ 

HOTNEWS! 

Speaking of genlocks, AC will have 
some tiiily Amazingipun intended) news 
for you next month. I don't mean to tease 



you (much), but one of our fine video 
autliors, Oran Sands V3,0, has discovered 
something that will be of real impon to 
anyone owning, buying, or even thinking 
about a genlock. So make sure that you 
alert all of your Amiga Vid friends to check 
out our April issue! 

MEA CULPA 

In Januarv^'s issue I had '^Titten an 
animation tutorial for DeluxePaint III. It 
was intended for beginners, and there must 
be an awful lot of you out there, because 
the responses I got were amazing (no pun 
intended). 

Most of you seemed to enjoy the 
tutorial, and just about everyone said that it 
was easy to follow (boy was I relieved!). 
But a few of you had problems, and Fm 
afraid that I have to admit it was my fault. 

I got a few letters and several calls 
about the problem and I am busted. If you 
tried the tutorial as described and had a 
problem generating all the frames you 
probably don't have a new Fat Agnus and 
the accompanying 1 meg of chip RAM, In 
til is case, DPaint III will not generate all of 
the frames. 

MY APOLOGIES— MY FIX 

My apologies. Once you have the 
new Fat Agnus and 1 meg of cbip RAM you 
soon learn to take it for granted. It didn't 
even occur to me that tliis might be a 
problem in such a simple animation. Any of 



you who experienced this problem now 
should understand why ever>-one*s been 
clamoring for the exu-a chip K\M. My 
advice is, if you're not set up this way yet, 

do it! As soon as you possibly can. 
Personally, I've only been set up this way 
for three montlis and 1 can't wait until they 
break the 1 meg chip RAM barrier! 

REDUCING THE NUMBER OF COLORS 

For tliose of v^ou who have only 51 2K 
of chip RAM, you can still do the tutorial if 
you reduce the number of colors to two. 
You may use black and white (or any t^^o 
high-contrast colors of your choice). 

Try your name in white, outlined in 
black. Fill tlie box witli a dithered range of 
black and white (with the pure white on 
top and black on die bottom). Oudine die 
box in white, and then use a biack 
background and tlic box will still stand out 
against the background. (See the diagram 
on the following page.) This will reduce the 
amount of memors' required to an amount 
your machine can handle and you can still 
learn the basic use of the Move requester, 
which is what the tutorial was all about 
an>^^ay! 

DID YOU FORGET YOU WERE 
LOW ON MEMORY? 

Remember too, that for most 
memory problems you may run into diere 
will be a workaround. It will almost always 
involve either reducing the number of 
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Beta Unlimited 

87 Summit St. Brooklyn, NY 
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colors (and therefore bitplanes), reducing 
the resolution (less pixels will take less 
memory), or reducing or eliminating the 
overscan. 

DON'T UNDERESTIMA TE OVERSCAN 

Remember, if you are thinking of 
eliminating overscan! you can only do it 
properly if nothing will be moving off of 
any pan of the screen (top, bottom, either 
side) or onto the screen from tliese same 
direaions. 

This is the reason I didn't 
recommend eliminating overscan for this 
tutorial It probably would have freed up 



enough memory to use four colors, but 
your name would not have appeared 
from below^ the screen. It would have 
appeared, instead, from nowhere. About 
one-half to one inch above tlie edge of the 
screen, destroying the effect! (Try it if you 
don't believe me.) 

LETTERS, I GET LETTERS! 

On the dow^n side (for me) 1 got my 
very first negative feedback in this 
month's mail (I knew it was too good to 
be tnie!) A postcard from a Mn Joseph 
Hayes lamented the fact that I had 
recommended watching Saturday 
morning cartoons for examples of 
animation iBrusbing Up On Animaiion, 
ACV5.1). 

Mr. Hayes says, **Mr. Solomon, have 
you watched cartoons lately? I would 
hope that the spectacular abilities of tlie 
Amiga would allow me to do better than 
the stilted work that passes for animation 
on Hanna-Barbera's morning shows! 
Barry^ strive for excellence, don't emulate 
mediocrity." 

VX^ell, xVIr. Hayes, I agree with you 
completely. In fact, tliat is basically what 
I wrote, I recommended watching the 
^'current crop" of cartoons to learn 
"economical" (i.e., easy) animation 
techniques. I also stated that these current 
cartoons are "light-years away from the 
old Disney-type animation (or even 
Warner Bros.-t\pe animation)". While I 
certainly do not hold up today's Saturday 



morning cartoons as the epitome of the 
Animation art, I do absolutely contend that 
there is much that we w^ould-be-animators 
can learn from them. I w^ould also agree 
with you, Joseph, that it is better to aspire 
to the peak of die artl (And yes, I do watch 
Saturday morning cartoons. And. at last, 
even at my age, 1 have an excuse!) And one 
last word, just so I don't sound too 
pompous. While I agree with you 
ideologically, Joseph, let us not forget diat 
Hanna-Barbera is a thriving, prosperous, 
professional animation company. They 
have been in business for many years, they 
make lots of money, and tiiey also make 
lots of children (and adults!) very happy! 

VIDEO FEEDBACK? 

From all of you readers out there, 
please, I need a favor. Write to me. If you 
have questions, ask them. If you have 
comments (good or bad), give them. AC 
and I v^'ani to provide you v^ith the video 
inlbrmation you need, when you need it. 
hnd the bottom line is: we need to know 
what you want! Vl^^s^ write to me at AC, 
and let me know what kind of video 
articles, tutorials, and reviews you want to 
see. We'll do our very best to provide them 
for you! •AC* 

BaiT}^ Solomon 

Video Editor 

c/o Amazing Computing for the 

Commodo re A miga 

P.O. Box 869 

Fall Riven MA 02722-0869 



Black screen background 

Dithered black and ivhite inside box, outlined in white 

W^ite letters, outlined in black 




I GOOFED! Here's thejjx! 
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Are you aw^re of all products available for the AMIGA? 

Do you know what software is available in the 

Fred Fish, AC, & Amicus Disk collections? 



If your answ^er is no, it's time 
to get your copy of 



< 



^4 i 



AC GUiDE^MiGA 



WINTER 90 




I Y(m^ ^t MfflKSA jpifdDdliincai rre^dDniiiPcscg 

Well over 2200 products listed and cross indexed! 
Complete index of over 330 PD disks 
in the Fred Fish, AC, & Amicus coUectioris" 
And much, much more! 



Insight into the World of Freely Redistributable Software for the Amiga 



by Chip Morrison 

MandelMountains 
(Fred Fish Disk #295) 

This program uses the standard 
Mandelbrot set to generate beautiful 
pictures, iMandelMountains generates the 
standard Mandelbrot as the plateau of a 
mountain with smooth sides and valleys. 
Check out this picture! MandeLMou mains 
lets you choose many different parameters 
that will affect how your MandelMountain 
will look. You can adjust xmin, xinax, 
ymin, and ymax. These 
determine what part of tlie 
Mandelbrot set lo draw. 
Depth changes the number 
of iterations. You can pick 
either linear or non-linear 
transformations. Color Min 
sets the number of 
iterations that a pixel will 
be drawn in a particular 
color. Color Div sets the 
step rate for the surface 
colors (those in the 
Mandelbrot itself). HZoom 
determines the height of 
the mountain and 
HSmooth determines the 
smoothness of the borders of the plateaus. 

In addition to those options above, 
you can also select what size the screen will 
be. Either Small, Full, or Overscan witch 
can all be either interlace or non-interlace. 
The Small is nice to test out new 
parameters, because it generates pictures 
the fastest. 

The Zoom option allows you to load 
in a previously generated picture and select 
a portion of it to enlarge. When you select 
the Zoom option a rectangle is shown that 
you move around with the mouse on the 
current picture until you get it over the area 
that you want. Then you click the left- 
mouse button, and the new parameters are 
captured ^nd will be displayed. Now you 
can generate a picture with the new 
parameters or edit them by hand. 



MandelMountians allows you to save 
and load in pictures. The pictures are saved 
in an IFF format tliat can be loaded into 
your favorite paint program. When you 
want to save or load a picture the file 
requester has a neat 'zoom open' effect. 
MandelMountians saves the parameter data 
within the IFF format so that you will have 
them to aker later. If you save the picture 
from within your paint program 




Above: 71$e adventure Jungle Quest 
produced witbTA.CL. 
Below: Mountain image generated 
with the MandelMountains program. 




MandelMountians will be unable to read 
them. And paint programs do not need this 
data, so they overwrite it. 

This is version l.i of 
MandelMountians. It supports botli NTSC 
and P.\L Amigas. It was written by Mathias 
Ortmann from West Gemiany and is 
shareware, 

T^CX, (Fred Fish #300) 

This disk has two sample advenaires 
that were created with a commercial 
program called The Adventure 
Construction Language (T.A.C.L. 
pronounced 'tackle'). 

One of the adventures is all text and 
the odier is both text and grapliics. The text 
adventure is called Rescue. The otlier is 
called Jungle. Jungle has vector graphics 
that where created witli a program called 
VGED (Vector Graphics Editor) which is 
included when you buy T.A.C.L. The vector 
graphics are nice, because they take up 
little space allowing you to put many on 
one disk with your adventure. T.A.C.L. also 
allows you to use IFFs including HAM from 
your favorite paint program. 

PADV (Play ADVenture) \s the 
adventure player. It is freely disuibutable, 
so people can write adventures with 
T.A.C.L. and legally send PADV with it to 
their friends, BBSs, user groups, etc.. 

The disk includes tl>e 
source to both adventures, 
so you can see what can be 
done widi T.A.C.L. Both 
adventures are PD and 
where w^ritten by Rhea 
Rodewald and Kevin 
Keim. T.A.C.L. was written 
by Kevin Kelm from 
Alternate Realities and is 
distributed by Micro 

Momentum, Inc. 

•AC' 
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Notes 



^MfK tke C (ff^ocU? 



aria hie a run men is 



by Stephen Kemp 



Many C programmers avoid the attempt to write functions 
tliat accept a variable number of arguments. Indeed, I usually re- 
consider my options a number of times before taking up diis task 
in a new program. Now I do not w^ant to give the impression that 
functions with variable arguments are all that tough. But tliese 
functions usually require a little more careful coding (and 
til ought) than other Jiunctions. 

Of course, die first thing that needs to be considered is 
when you might need a function with this capability. Probably 
without really tliinking about it you have already used a function 
that accepts a variable number of arguments dozens (if not 
hundreds) of times — the function printfO. In fact, all the "printf ' 
and "scanf'-t^'pe functions all accept a variable number of argu- 
ments. When you consider the usefulness of these functions, it 
might remove some of the reluctance to attempt to write similar 
code \'ourself. 

Using the printf function as an example, it is easy to 
understand a couple of ven^ good reasons to use variable argu- 
ments. This function can output (and format) a string containing 
none, one, tv.^o, or dozens of arguments. Imagine the duplica- 
tion of effort necessar>^ if you needed a different function for 
each possible '^number' of arguments that your program might 
require. So the first reason to write a variable parameter function 
would be to reduce code duplication. 

Next, notice that not only does tlie printf function reduce 
code, it also has versatility. Not only can you have a variable 
number of arguments, but the arguments themselves can be of 
any type. You can print integers, doubles, character strings, etc., 
and you can recei\^e these in any order you require. This 
versatility' is not always implied ^-hen you write a variable 
parameter function, yet should not be overlooked as a possible 
reason to mimic what you have seen. This is the second reason 
you might consider writing a variable parameter function. 

What are the drawbacks to such functions? WeU, they 
probably are not as bad as you might at first believe. First, at least 



one "extra" parameter is usually required in each call to such a 
function. There are a variety of shapes and forms that this extra 
parameter might take. Usually, it will either appear first in die 
flmction call list (indicating a variable count and/or types) or will 
occur last in tlie variable list (some special "flag" tliat indicates the 
end of the variable list has been reached). 

This extra parameter is usually the most caicial. You have 
probably realized that in printiX ), the first parameter is the extra 
parameter — a string that can contain format instructions like %s, 
%n, %g, etc. It requires this parameter not only to determine the 
number of arguments but also the ry^pes of each argument. 
NOTE: the printf ftmction does overcome this first drawback by 
also making the first parameter more functional, since it can also 
include more than format information. This means that it is not 
really an extra parameter in tliis case. 

A second dra^'back occurs for protot>ping. Since lliis func- 
tion can have any number of arguments, a compiler that 
recognizes prototypes cannot tell you when you have referenced 
die function with an incorrect number (or t\'pes) of parameters. 
The same is taie for lint programs that examine prototypes. 
Preventing prototype detection means diat you have to do your 
own verification (and debugging if necessary). 

.*\nother drawback involves how you retrieve tlie parame- 
ters. In common functions you simply indicate the names of all 
die parameters and then reference them directly. In a variable list 
(especially one that can mix and match variable types), it 
becomes more diffiatlt to reference the variables. You won't 
have a specific name for each one. Rather, you will have to devise 
some indexing method from the begimiing of the list to reach the 
individual parameters. 

.\ny otlier drawbacks are no worse dian diose possible in 
any otlier function. If tlie function expects more or fewer 
parameters than it receives, things are likely to fail — and could 
be disastrous. Likewise, if the flinction is passed the wrong type 
of parameters, then incorrect values will be used — again leading 
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Call For Hems Not Listsdi 



Hardware 



Software 



Am ax Mac Emulator $128 
Botng Mouse $99 

CA-880 Floppy Drive $135 
Internal Floppy $94 

Deluxe MIDI $66 

DIgl-Vlew Gold 4.0 $135 

Dual Serial Port Board $234 
GVP A3001 Accsf, $2,495 

Kronos 500/2000 $252/$214 

Magni Genlock System $1,684 
Microbotics Hardframe $250 
M icroboticfi 8-upRam $151 
Trump Card 500/2000 $246/$1 52 
Quantum Prodrive 40s $497 
ScanLab $815 

Seagate Hard Drives $CALL 
Sharp Scanners $CALL 

Star NX-1000 Mul1iFont$193 
SupraModem 2400 $117 
VSupraRAM500(A501) $98 





^^ 


/Arexx 


$32 ^ 


Bars & Pipes 


$192 


DataStorm 


$26 


Deluxe Paint III 


$105 


Digi-Paint 3 


$65 


Distant Suns 


$44 


Falcon 


$33 


GFA Basic 


$90 


KCSLevelll 


$CALL 


Lattice Cv5. 04 


$211 


Magic Johnson 


B-BaEi$35 


MusicX 


$175 


PageStream v1 


8 $129 


PBr\ Pal 


$B8 


ProWrite 2.5 


$80 


Sculpt/Animate 4D Jr. $99 


Shadow Of The Beast$30 


Space Ace 


$35 


Ultra Design 


$257 


\ Vortex 

V 


$26 



1-800-733-AMIGA 



FAX B1&«70-9732 • PO Box 2104 L^i Mef^, CA 92044 W BDS 619-670-1095 



At MicroMigB our cufttomttr and th»ir AmtQa are NLrmbof Ona. We carry over 1300 Amigo 
products, WAV too mflrty to %%\ ham, Defacti/e item?; repaired or rppiaced within 10 da ](^ of 
dfliivary, Hon dafftcte Rubject to 20% restocking fne Shipping cliarQen ore S4.00 firRt item 
and SI. 00 for each additional item. Herdware f^hipping rates b/ Quote only. ViSA 3 
UmtvrCafd accsptwd jT jw ;id<mkmst chmgut Gel the best for less^ 



Circle 182 on Reader Service card. 

to a potentially terrible fate. Perhaps, in the long run, you may find 
these hazards are more likely to occur in a variable argument 
function, but I have not found this to be the case. 

Now that you know a little about what you are getting into, 
let's look at an example. Listing One is a very* simple program that 
illustrates one method for receiving multiple parameters. This 
program has a function that will print a variable number of short 
integers that are passed to it. 

Listing One 



/* This simple program demonstrates one method to retrieve 

variable*/ 

/* number of arguments in a function */ 



♦include <stdio.h> 
mainO 



/* program start */ 



var_func(l,2,3,0K' 

var_func(5, 0) ; 

var_func (9, 8, 7, 6^ 5, 4, 3,2^ 1/ 0) ; 



/* This function appears to accept a single parameter, yet 

takes this */ 

/* parameters address and then indexes to subsequent parameters 

until */ 

/* a zero parameter is reached indicating the end of the chain. 



/* Note that although this function does accept a variable 

number of */ 

/* arguments, it expects that all of them are short ir.-egers- 



var_func (start) 
short start; 



short *parm; 



/* parameter pointer ^/ 
/* take the address of t 



parm = sstart; 
parameter '/ 

/* passed on the stack */ 
for(,-"parm 1= 0; parm-r-!-) { /* stop vhen zero parameter 
reached */ 

printf t**%d", *parm) ; /* print current value "/ 

\ 

printf C^XrVn") ,* /* prin^ a closing cr/lf seq-jence 

*/ 
) 



The imponant thing to know about a \'ariable parameter 
function is the method it uses to determine the number of 
arguments it should expect. Earlier we used the printf fimction as 
an example. Printf determines the number of parameters by 
examining the percent (%) flags contained in the leading parame- 
ter. The printf function also has the additional overhead of 
determining how much space each of tlie parameters rakes on the 
stack. This is derived from the type indicators applied to the flags. 

Listing One's example doesn't ha%'e to worr\* about different 
variable types since all the parameters are expected to be short 
integers. As explained in the function description, the count of 
variables is not determined prior to processing. The function knows 
to stop when a parameter with a zero value occurs. We could have 
included the count as the first parameter, and then this function 
would also be able to print zero values, 

The next imponant thing to notice about a function ^ith 
variable arguments is how the arguments are reached. This 
example was the simplest method that I could invent. Since 
parameters are passed ori a stack, I know that I can take the address 
of the first parameter, and then begin indexing from there to reach 
the subsequent values. The example uses a short integer pointer to 
hold tlie address since only shorts are expected. 

If multiple parameter types are expected, then it may be more 
important to use a void pointer (or even a character pointer) and 
tlien cast the pointer each time you wish to retrieve a value. 
Indexing to the next parameter is as simple as adding the size of 
(sizeoO the previous parameter type. Of course, if different 
parameter types are expected, then you will also require a method 
to "know*' the t\^pe of each parameter. Eidier the function will know 
because of a previous parameter or it will require some indicator 
like the function printf uses C%s, %d, etc.) in the first value. 

As stated, it is usually difficult to decide tliat a variable number 
of arguments will solve any particular problem. You have to weigh 
the advantages and disadvantages. Sometimes the greatest disad- 
vantage is that you do not have as much experience with these 
types of functions, so give this example a try on your own. .After you 
have become familiar with it, go back and modify^ it. Change it to 
accept a count as the first parameter so tliat you can print zeros. 
Then change it to use a character string (your parameter will 
become a pointer to a pointer). You can learn a lot from 
experimentation. 

•AC- 
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j) by Brian Zupke 



Music Titler 



"Multi-media" is a buzzword you have 
probably heard a lot of lately. 



Its meaning involves the combination of several media forms 

linked together usually by computer. It is a word that comes to 

my mind when tliinking of recording music, 

instead of video, to a VCR, For tliose of us 

lucky enough to have a Hi-Fi VCR, we 

* have a tool that can be used to 

record up to 6 hours of 

continuous music on 

a T-120 tape (VHS), 

Up to 8 hours can be 

recorded on a T-I60 tape! 

that's a lot of music! Because 

Hi-Fi is recorded on die tape 

the quality does not suffer at the 




N o w 

of die way that 

(with the video signal). 



Extended Play mode as it does with a non-Hi-Fi VCR. In fact^ the 
sound quality is superior to audio cassette and is comparable to 
Compact Disci Having a six or eight hour "audio" tape has its 
advantages. It can be used to play background music for parties 
or for just relaxing for hours on end, all without having to mess 
with changing albums. 

Witli most great things come drawbacks, and when using 
a VCR to record music, there are several. First, there is no room 
on the label to log six hours of songs - a second sheet of paper 



will have to be used, or you may just settle for listing only die names 
of the albums. Second, finding a particular song is very difficult as 
you basically have to play a "hit-or- miss" game using the STOP, 
REWIND, FORWARD, and PLAY buttons on the VCR (very slow and 
clunky when compared to audio cassette). .Also, if you don't have 
a complete play list of die songs on a tape, tlien die only way you 
can find a particular song is by knowing the order they are in, or 
by sheer luck (or by listening to the whole tape). But then there 
is that buzzword: multi-media. By taking advantage of 
the up-to-now unused pordon of the VCR tape 
(video), the albums and songs can be listed in a 
meaningful and helpful manner. That is where 
the program MusicT comes in. By connecting 
your Amiga to die video input of 
VCR and mnning MusicT, die 
and song information is 
onto videotape along with the 
The MusicT program 




your 
album 
recorded 
actual music, 
displays the 



albums and tracks for each album on the screen in shades of grey 
(this can be changed if desired). Color is not used since the quality 
of the composite output of an Amiga 1000 is not diat great and the 
composite output of ±e Amiga 500's and 2000's are only black and 
white. The album and track information is obtained from an ASCII 



(continued) 
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file that you create. The current album and current song from that 
album are both higlilighted in reverse-video. There are two 
different timers displayed on the screen. One is the elapsed time 
of the current track; die other is the total elapsed time of all the 
tracks of die current albums that have played. When the track timer 
is used J the next track is automatically highlighted once the 



current 
of the 




u-ack time has been reached. Once the last track 
current album is over, then the next album is 
highlighted and its songs are displayed. 

Once you have created a music tape using 
MusicT, you have an instant reference as to what album 
and song are playing and [he otlier selections on the tape. 
If you want to hear a particular song, finding it is a lot easier as you 
can use the VCR's Forward and Reverse Search features. By 
watching the current album and song selected and the time 
information, you can quickly zero in on the song or album desired. 



ENTERING THE PROGRAM 

Enter the program shown in Listing One and save it as 
'MusicT. c'. The program was written using MaiLx Aztec C version 
3.6a, Lattice users may have to make changes to get it to work. The 
following items can be changed to customize the program to suit 
your tastes: 

Colors 'The Red Blue Green components of the 8-color 

palette are defined in the 'ColorsflQ' array. The following constants 
define what color each of the different display elements will be: 

ALBUMSCLR - Albums shown 

BKGRNDCLR - Background 

LABELS CLR - Track/album labels and border 

TIMERSCLR - Track and album timers 

TRACKSCLR - Tracks shown 



Locution -The following constants define where the 
different screen elements will appear: 

.^BMTMCOL - Starting column of album timer 

COLSIZE - Size of columns in pixels 

RO WSIZE - Size of rows in pixels 

STRTAXBM - First Row for album list 

STRTRK - First Row for track list 

TiVILlN - Row containing track/album times 

TRKNCOL - Column of track number 

TRKSHWN - Number of tracks shown at once 

TRKTMCOL - Starting column of track timer 



LitnitS -The following constants define the limits of the 
program: 

MXALBMS - Maximum number of albums 

MXFILES - Maximum number of files to read 

MXTRKS - Maximum number of tracks per 

album 

To compile and link the program, use the following com- 
mands: 



cc +L MuslcT 
In MusicT -lc32 



RUNNING THE PROGRAM 

MusicT is executed from the CLL The basic format is: 

MusicT <optioa ...> file <fiie ..-> 

where 'option' is one of the following options (each must be 
preceded with a dash '-'): 

-k - use keyboard commands to change tracks instead of 
timer. 

-p - pause after each track (but use timer for each track") until 
any key is pressed. 

-t - display album times and grand total times only. 



'file' is the name of a file containing the following album/track text 
entries (all must start in the first column): 

A text - Album name 

B value - Track timer bias (optional) 

T text (mm:ss) - Track name widi time 
(time is optional) 

Any odier entries will be ignored. An example album/track data file 
is shown in Listing Two. 



J^ he first valid entry must be* an album name, otherwise the 

program will abort. More than one album may be listed in a file. 
Once an album entry is encountered, ail subsequent entries are 
attributed to that album until another album entry is found. 

The bias entry is optional. It indicates a positive or negative 
time bias (in seconds) to be added to, or subtracted from (in 
the form of a delay), tlie track timer at the start of each new ^ 
track. It is useful if there is a significant delay betv.^een f^^ 
tracks (typically a couple of seconds). A negative / 

value will cause the timer to delay (countdown) for _ / the 
specified number of seconds. A positive value will ^^V cause 
thetimertoskip the specified number of seconds. The 

latter will probably never be needed, but it's available. Only one 
bias value is used for each album (i.e.. each track cannot have a 
different bias). 

In order for the track timers to w^ork properly, the track time 
must be specified at the end of a track name in the format: '(mm:ss)', 
where *mm' are minutes and *ss' are seconds. This is the usual 
format that track times are shown on an album. Since bodi the min- 
utes and seconds are combined internally to be total seconds, each 
can be as high as 99 and still be valid. This was done since some 
albums are longer than one hour in lengdi but not more than an 
hour and a half. If the format of the track time is incorrect or missing 
for even just one track entr>* . tlien the automatic track-switching 
feature is disabled immediately. 

As each data file is being read (you can specifs* more than 
one) J the album being read and its total play time are shown. Once 

(continued 07i page 75) 
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retdew by Derek J. Perry 



QtTNI-FLA Y t?Ad>KEmALL 



Well sportJi fans, has Sporrriinc^''^ 
got a l^iasketh:^!! game for yGii.:i;:riiis i^; a 
joystick com rolled . simulauiiew:;:;!:!^^ the 
serious basketbail fiin"; ^ibtpnly are yoii in 
control of the playcr.s down on the floor of 
the SportTime Garden, but you are also in 
control of coac]:iing and the head office, 

The basic ibenie bcliind tiie game is 
the creation of a l.^asketbaii dynast)-. You 
liSike your c:\i.^ansion le^, make player 
trades, recrul; new players, finish seasons 
and help your team advance lo, a 
^Srhanip ions hip. ■'; W^:. "''' 



"contror' (C'K und 'speed" (S), However, 
only i^vo of I he Foiir skills can be improved 
during a s ingle i.-Miamg camp. You can 
improve eiUiera:piayei!;'s inside or outside 
ability and either Kiscdiitrol or speed. You 
cannot improve boih 
in.sjde and outside skiifs ai 
ihe s:ime time^ nor i!: is 
possible to improve: both 
control and speed ;; skills ■ 
during the same rr;ijning 
session, 

"''"''The- skills art: 



Another way to improve your team is 
to recruit a new player However, this 
should only be done when a player on your 
team is old and injury-prone, because a 
newly recmited player can have a 



smriNCr vp YouRTEjmL: ^| 

|- ■! , when you initially :iblii:': the' leagfife 
.(Blgiii anew team in a nc\s" league), you 
get to, iDli.QOse in A^'hkh: divisk>n ^md 
v, i:6nferenceyou wish to compete. Once tliis 
choice is made, you may; attend training 
camp for the first time; %f iiiing camp is 



^p^ § ^^;?basically scraighi^!;fe^j:^;y^<;l^;; 



■'A player'^s msL|||||i|i§^^^ 
obviously ^ refers ;;-:;p;; ;M 
player's ability j:o play in;::.: 
the-; ■ paint ■ ^ and ;v-^ th^'/ 
immediate area under the - 

; basket, while a player s ; 

■.outside ::skill refers::r0;'his'v^- 




only held once per 5eas6ri|'and it costs ■■ability to play a perimeter' 



"trading" points to attend camp. The more, 
trading points you use, the more your tearh 
will improve during training camp. 

Each teaniiib^gins the first season of 
a new league with die;$ame amount of 
trading points. Further points are awarded 
depending on where a" team finishes in the 
league Standings. Theipoorer^your team's 
perforniance-; that season {1.0., the more 
your ./tfe^-' needs 

improvenlent)', the,;, 

more trading points are 
awarded. As previously, 
mentioned, tliese points 
can be used to improve 
your team, but they are 
also used when 
recruiting new players 
(when another player 
retires or is just a bad 
player) and when 
trading a player to 
another team. 

Training camp is 
used to improve tlie 
kidividual skills of ail the 
players on your team. 
These skills are the 
player's "inside" (1) 
playing ability, "outside" 
(O) playing ability, 



game. Control and speed 
skills are as you would 
expect The better the ■;?> 

controlskiO, Uie betiei a player can control 
the ball. Jf a player has a hjgh speed skill, 
obviously that player is v^ry fast. Each skill 
is ranked from to 9, wijh being the 
lowest nnssil>ie r;Mi king and 9:;bjg!ing the 
highesi %'y. v;K., 



UEE YATES 

COOKE MORGAH 
EFFECTIVE POWER: S3X 




An example of the humor that can be 
expected during the Nick and Bob Shati?, 



A Boston player at the line^ 
attempting to make a free throw. 

maximum total of only 10 skill points in all 
four categories wliHe an older, more 
experienced player can have as many as 36 
total points. Therefore, retiring a player and 
recruiting a new player should only be 
done when absolutely necessar>^ More 
often than not, it will be much more 
convenient to trade an aging player, to 
another team needing more experience, 
for a skillful younger player. 

When attempting a trade, you are not 
guaranteed success. There is a 50 point 
arbitration fee that is required before a 
trade can occur. Additional points will also 
be required, depending on the number of 
points you have available^ to further 
increase your bargaining power with tlie 
other team. Once these points have been 
entered, you are given a percentage rating 
on how successful the uade may be. The 
closer die percentage is to 100%; the better 
your chances are at a successful trade. 
However, Lf you feel the trading odds are 
not in your favor, you can back out of the 
deal and only lose 25 of the initial 50 trading 
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points which were required to begin the 
arbitration; all of the other trading points 
will be remmed to your totals. Don't let 
these figures panic you — I had a successful 
trade with a preliminary success rating of 
only 19% J so sometimes it pays to be 
daring. On the other hand, failure is also 
quit easy. I had another trade fall through 
with a 78% success figure. My best advice 
is to live for the moment! 

The game is set up for frequent 
trading, and it is advisable to trade often. . 
Any trading points accumulated over 2000 ' 
are lost, so use 'em if you have 'em. Trading- 
is also a valuable way of quickly improving 
a young expansion team. One ; word of 
warning: be careful not to use all'of your : 
trading points up during training camp- ' 

ONTHE COURT v J^:-; 

When it comes -daw^vjco^-actually 
playing the game on the-cpMn, VQWihave 
the opportunity- to either playXpiach; or.do 
both. If you desire, you cin:.;.Jet' \h^- 
computer control one or all of: these:', 
options for you, I suggest doing everything-, 
for yourself I am not accusing anyoiie of ; 
anything here, but some of tlie play and 
coaching calls of the computer tend to be 
a bit on the controversial side. I w^ould 
rather have no one to blame but mys'ellV; 

Coaching is as much fun as playing.:: 
Trying to catch the computer or the other'.: 
player in a bad defense or offense, while . 
not letting him catch you making riiisrakes, * 
is like playing a mini-chess . game in;; 
between playing breaks. ■ ' '.'* 

As the coach, you are in total conlrol 
of the game plan, play selection and player 
selection. You will learn to play rivaling 
teams effectively, exploiting each team's 
weaknesses while protecting your own' 
You w^ili learn when to make your players 
press the other team and when to protect 
against the fast break. You will also acquire 
the necessary familiarity* with your own 
team, such as which players are your 
starters and which players belong in the 
doghouse. 

Once you have made all of your 
coaching decisions, it is time to play 
basketball. On tlie court tlie players are 
controlled with the joystick through a game 
feature called Flow-Control^-^. Unlike other 
basketball simulations, this feature was 
designed to let you control all of your 
players at the same time, allowing them to 
act more like a team. 

On offense, passing and shooting are 
controlled by the joystick. But your shot 
selection is controlled by the computer. 
The Amiga will automatically choose what 
type of shot your player is attempting 



depending on his position on the court, the 
position of the defender, and the 
movement of the shooting player. On 
defense, all possible actions (rebounding, 
shot blocking, ball stealing, double 
teaming, and fouling) are also controlled 
by the joystick. 

A four-way joystick (or one 

adjustable to four positions) is highly 

recommen ded '-" for ■ :thi^; "game; ;,. be cause 

diagprial iViQyeirnents are not necessar)- for, 

:;;gariifef)lay . ; And inost c 1 i Li^c^orial!;': ■pass ' ' '/ 

v- aittempts ' ' usu ally leiid [ o ■ v^tiirnoveb . ■ . 

-'; However, on the whbje, the jqysticlvi^orks 

: well with the game. ■ ;:■.-: -. ; :; ^f^^.^, . 



THE NICK AND BOB SHC^'--.- ^: .:y::% 
The Nick ^'ibc : NeiT; jOh%s '; ajnd * . 
"]3askcib;dr' Bol"> Smith Show is, a semi- ' 
humorous: analysis of 'the; game. .-They 
iLsu^dh' :^i^-e :i pre-garae and half-time 
■-ejhow.jbut one or both: can, be bypassed if 
'■'. ypu .ar^ . npt interested ui, their analy.ses. 
'■; However, if you am withstand spme of the' ^ 
relatively boring and pooriiokes that =are 
randomly thrown into their dialogue , ypii; ' 
"can -obtain some solid /advice' ^ and 
': ihforination ,. ; :abput; ; ;the . team you are 
playiriS; :^y^'y .^ >^p:f- ' :■. ^- :^- ■:/:■;:■ ■ - : : : • 

TECHNICAl FOULS yi, r'! '.>.;- ;':^^^^^ 

;-:l1iere is nothing: about this^'gam .■ 

T really did not iiJcc' but there cirea few 
tilings. that need improvement. The Flow- .■: 

:ODntrol™ feature can cause somemujor 

■ .'headaches, it docs v\;h:u ii was imehded to 
do, tlie only probleh: is Uiat it does not do 
it quite well enough. There are too many 
situations that can occur during a game 
where Flow-Control^' leaves you helpless. 
For example, if the other team makes a 
successful outlet pass on the fast break, and 
you do not have the same player back on 
defense (if the opposing right guard is 
breaking, you need your right guard back 
on defense), tlie breaking player can drive 
unmolested to the basket for a lay-up or 
slam. Even if your other players are back on 
defense, nine times out often, the breaking 
player will still drive successfully to the 
basket. 

Another example is when your team 
is caught in the wrong defense. Wlien your 
team is in a "protect the inside" defense and 
the opposing team is in an "outside" 
offense, it is very difficult to make one of 
your players release from tlie zone to 
challenge an opposing player attempting 
an outside shot. Therefore, you either have 
to call a Ume out and change your defense, 
or you have to w^ait for the next break in 
play and hope the opposing team has poor 
outside shooters. 



My last gripe is not directed at any 
part of the game, but more tow^ard the 
designers. I understand the process of 
paying your dues, building up your team, 
and gaining experience, but my record 
after nine (five game) seasons is 7-37-T It 
seems that every time I am going into the 
final minutes of a close game the opposing 
teams players can do no wrong, while my 
players cannot do anytliing right. Now as 
much as I love good competition. I also 

„ love to win and hate to lose. And it seems 
that unless I am going into the fourth period 
with.a fifteen or more point lead, I end up 
iosingV. tlie game in a heartbreaker. 

•■■Thej'efore, I have had a love hate 
relationship with Omni-Piay Basketball 

xsince Day iOne. i hate to believe that 1 am 
diat bad at. die game, yet I ha%'e not had a 
winning 'season. It just seems that the 
computer controlled opponent always has 
the advantage over my team. I don't know 

": — riiaybe I just need a litde more practice. 

imitc^N you EXPECT 

..":'■';. "t^fQ'A' r that I have stopped 
complaiiiing, what can you expect from 
Omni-Play Basketball? You can look 
Jbi-w-n-ti to a well thought out basketball 
sanulatiph which is expandable into 

: qollege and pro leagues. The game comes 

.iwjth: a professionally wTitten manual that 
describes the game w^elL It's lots of fun to 

■ play, but expect some frustrating losses. Oh 
well, that makes winning that much more 
fun. 

The game options are excellent, The 
Nick and Bob Show is different, and the 
Flow-Control feature leaves a lot to be 
desired. It can easily be installed on a hard 
drive. But all that really counts is whetlier 
or not the game is fun to play. And tliis one 
is. If you are a basketball fan, I higlily 
recommend Omni-Play Basketball. It is the 
t)pe of sport simulation tliat keeps you 
coming back for more. 

•AC- 
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by Bryan Catley 



Screen Aid 



A quick remedy to prolong the life of your monitor. 



Fm sure that most of you have heard of screen saver pro- 
grams. They are the programs that sit quietly in the back- 
ground, and when no activit)^ takes place for a given period of 
time, they either make the screen go blank or draw random 
patterns on it. The screen then 
remains in that mode until a key or 
mouse button is pressed, when it 
springs back to the normal display. 
The purpose, of course, is to save 
the screen from having the current 
display being "burnt" into it, 
thereby saving yourself much an- 
guish. 

The public domain is a great 
source for such programs, but if 
you don't already have one, the 
small program presented here may 
be of interest to you. This is a 
manual "Screen Saver" program: In 
other words, you must invoke it 
directly. Once that is done, it 
performs the aforementioned hmc- 
tion. The screen will go blank, and 

a small box containing a pattern will be drawn at random 
locations in random colors every two seconds, blanking the 
screen between scenes. It will keep doing this until either a 
key or the left mouse button is pressed. 

A screen saver is ideal when you know you are going to 
be away from your .Ajniga for a while, but you don't want to 
turn it off! If you compile the program witli one of the available 
Amiga BASIC compilers — Listing One contains recommended 
compile time options for Absoft's AC/BASIC — and place it in 
either the root or "c" directories of your Workbench disk, it will 
be readily available to you. 

NOW DO WE MAKE A SCREEN BLANK? 

The obvious answer to this question is simply to turn it 
black! But stop for a moment and think about what this 
involves. We must turn the edge of the screen (blue by default) 
black; we have to turn the screen border (white by default) 



black; we must turn die working part of the screen (under user 
control, but blue by default) black; and finally w^e must turn the 
mouse pointer (black, red, and tan by default) black. If we 
know^ which palettes are used to control these areas, we can 




just sec them all to black, and we will have a blank screen. This 
is exacdy what we'll do! 

THE PALETTES INVOLVED 

OK, the palettes we are interested in are: 

Screen Edge Palette 

Screen Border Palette 1 

Working Screen User Choice, Palette by default 

Pointer Red Palette 17 

Pointer Black Palette 18 

Pointer Tan Palette 19 

If we just set all these palettes to black, well have two 
problems. First, when the program terminates, we must reset 
all the palettes; odierwise, the screen will remain black, and we 
will have no way of knowing what those colors were! Second, 
we must have a screen with a depdi of at least five, in order 
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for AmigaBASIC to allow us access to palettes 17 through 19. 
Fortunately, we can address both problems with one answer. 
We just have to establish a custom screen with a depth of five, 
and then open a full-size window with no title, drag-bar, or 
gadgets. This will give us access to all necessary^ palettes 
(which we then set to black), and will cause the system to reset 
all palettes automatically when the window and screen are 
closed. Remember, color settings are peculiar to individual 
screens, so when a screen is closed, colors will automatically 
revert to those defined for the previous (now current) screen. 

THE SCREEN BLANKER PROGRAM 

Type in and save the shoit program show^n in Listing 
One. Now^try running it. If you have typed it in correctly, die 
screen will turn black, and a randomly colored box containing 
the defined pattern will appear at random locations on the 
screen at ru'o-second interA^als. It will keep doing this until you 
press either a key or the left mouse button, reaiming things to 
normal. 

This program should be compiled and saved on a disk 
that is usually at hand, such as your Workbench disk. It can 
dien be invoked quickly and easily, via CLI or Workbench, 
regardless of what you have just been w^orking on (or with). 
However, if you don't have a compiler and must use the 
interpreter, it is quite possible to invoke AmigaBASIC and 
ScreenSaverwith a single command from a CLI, Just issue die 
command: 

"<am> amigabasic ScreenSaver" 

The <run> is optional, and "ScreenSaver" represents die name 
you chose for the program (do not omit the quotation marks!). 
One final note: If you use the interpreter to execute this 
program, you may wish to consider replacing the END 
statement with a SYSTEM statement. This will terminate 
AmigaBASIC and return control to Workbench when you press 
a key or the left mouse button. 

THE PATTERN 

As you may akeady know, patterns must be defined with 
a width of l6 pLxeis and depdi which is a power of two (16, 
in [his instance). In fact, die pattern used here isn't really a 
pattern at all; it is a small box containing a short message. Now, 
you may also know, when an area is filled with a patrem, the 
system repeats die paaern as often as is necessar>' to fill die 
defined area, which is why some form of repeating pattern is 
always recommended. (Tliis applies to LINE, AREAFILL, and 
PAINT commands.) 

As it mrns out, how^e\^er, the pattern does not originate 
in the specified area, but in die upper left-hand comer of the 
current window. This means that you will not always see a 
clear representation of die pattern, but only the portion of the 
window being drawn in. Nevertheless, the results are interest- 
ing and worth leaving as is — particularly with this program, (If 
you are interested in reading more about pattems, I discussed 
tiiem at some length in an article entitled "BASIC Patterns," AC, 
V2.9, p. 76.) 



THE PROGRAM TTSEIF 

The program is simple, short, and straightfonvard, as 
evidenced by Listing One. In fact, only one instruction per line 
is used, along with an almost excessive number of comments 
for clarity. I would suggest that you not include all tlie 
comments w^hen entering the program (except, of course, for 
the copyright notice, etc.); just use them for reading and 
understanding the program. 

Now there should no longer be any need for you to turn 
off your Amiga while you are away from it for an hour or u\^o! 



'"ScreenSaver" — An AmigaBasic Utility Program 

" S ere sriS aver" was written for A.mazinc Coinputirig 
Magazine by Bryan D. Catiey in yiay 158 9 



Copyright (c) 198 9 by Feline Systems, 
All rights reserved. 

Suggested Compile Time Options for Absoft's AC/3ASIG 
compiler are N, U, and T; (R is optional) . 

DIM flasher! (15) , normal! (15) 

FOR n=0 TO 15 * fill pattern arrays 
READ flasher! (n) * ... read pa"tern value 
normal! (n)=sHFFFF ' ... set solid pattern value 

NEXT 

DATA &hr FFF , £H8 1 , S HA2 3D , & HA3 6 9 

DATA 6HBFE9, SH9569, SHS201, SH8281 

DATA &H63Cl,fiH8081,fiH8241,£H8241 

DATA &HS241,SH8161,£HS001,£HFFFF 

RANDOMIZE TIMER ' initialize randorri numbers 

SCREEN 2,320,200,5,1 ^ open custom 32 color screen 

WINDOW 2;,, 0,2 "... and a window to go with it 

PALETTE 0,0,0,0 ' change background color to black 

PALETTE 1,0,0,0 * change border color to black 

PALETTE 17,0,0,0 ' change pointer 

PALETTE 18,0,0,0 ' colors 

PALETTE 19,0,0,0 * to black 

COLOR ,OtCLS ' clear screen to black 

PATTERN , flasher! ' set flashing pattern 

MustFlaEh=-l ' keep flashing 

WHILE MustFlash ^ ... while true 

fg=lNT{RND*31) ' get random foreground color 
bg=INT{RND*31) ' get random background color 
x=INT{RND*288) * get random x coordinate 
y«lNT{RND*168) ^ get random y coordinate 
COLOR fg,bg ' set colors just found 
LINE (x,y) -STEP (31, 31) , ,bf * draw patterned rectangle 
delay s=TIMER ^ get current time 
WHILE ri:<ER<delayG-5-2:WEND ' wait "wo seconds 
COLOR ,0:CLS ' clear screen to black 
IF INKEYSO"" OR MOUSE (OjoO THEN MustFlash=0 

WEND ^ repeat till activity 

PATTERN ,normal% "^ restore solid pattern 

WINDOW CLOSE 2 'close window 

SCREEN CLOSE 2 ^ close screen and revert to prior 

colors 

SYSTEM ^ terminate program 

•AC' 
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(Music Tiller , continued from page 70) 

all albums have been read in, the music titles screen is set up and 
tlie first five albums and up to the first 15 tracks of the first album 
are shown. At this point and at the start of each subsequent album, 
you must press any key on tlie keyboard to start the timers. This 
gives you time to start/stop the VCR or prepare tlie next album. 
Once you press a key, the track and album timers start. 

During the tracking process there are several keyboard 
commands available that affect the display: 



Keyboard Commands 

R -restarts the timer for current track. If 

the timer should start too early for a 
track J you can effectively re-sync it witli 
this command. 

P -pauses the timers until another key is 
pressed. 

N -causes the program to switch to the 
next track of the album if there are any. 

L -causes the program to switch to the 
previous track in case you hit the 
'N' key too many times. 

esc - the 'escape' key causes the program to 
quit. 



J 



If there are more than five albums or 15 tracks for an album 
loaded, then the album or track list will scroll once the current 
selection has reached the middle of the displayed list. 

Once the last track of the last album has completed, the 
program will wait for another key to be pressed before quitting the 
program. 

In addition to recording complete albums to videotape, you 
can also record individual songs by setting up the music file such 
that there is either one or several individual songs for each album 
listed. You can also specify a group of individual songs to be an 
'album' (e.g. J Love Songs, Party Songs, etc.). To give yourself time 
to start the next song in a group, either specify tlie option '-p' to 
pause after each track or option '-k' to use keyboard commands ex- 
clusively when mnning the program. 



CONCLUSION 

They say, *' Multimedia is the wave of the future." Widi the 
help of tlie .\miga computer and programs like MusicT, that "future" 
gets a little bit closer. That's a future Fm looking for^^ard to! 



Cuslomer 

Service 

(813) 377-1121 



etc! 



Technical 
Support 

(813) 378-2394 



SAVE ON AMIGA HARDWARE, SOFTWARE, 
AND ACCESSORfES! 



00 



D- 
D- 



o 

CD 



ASQQ 

20 MB Hard Drive 

40 iMB Quantum HD 

80 MB Quantum HD 

2 MB iLim Card for HD 

(populated) 

512K Ram Expansion 

A2QQQ 

40 MB Quantum HD 

80 MB Quantum HD 

8 MB Ram Card w/2 MB onbo:ird 

Supra 2400 Baud Modem w/cable 



495,00 
695,00 
950.00 
260.00 

110,00 

625.00 

899.00 f- 

325.00 \ 

129.00 ^ 




Bridgcboard Speaker 19-95 

(Easy to lastall, :idds sound to Bridgeboard!) 
A500 Rapiacenient Power Supplies 

HDL~150 050 Wait) 99.00 

HDL'150DL (150 WatL 3 a/c outlets) 129-00 

Call for More Information 



I Call for our Free 46 PageCatalog! 




circle 113 on Reader Service card. 



Listing One 



/* 

MusicT 

Copyright (C) 1990 by Brian Zupke and PiM Publications, Inc. 

This program generates a titler display to accompany the 
audio on a VCR recording. The title information is obtained 

from a data file containing the following entries: 



A albumname 
S bias 

T trackl (mmiss) 
T trac:<2 tmir.:ss) 



T track-n {mjT.:ss) 
h nextalb\Jjn 



<name length <= 40> 

<optional> 

<name/tiirie length <"40> 



The rr,aximum number of albu.iis chat can be loaded is 
limited by the constant MXALBMS and the maximu.T number of 
tracks per album is limited by the constant MXIRKS. All of 
the tracks following an album definition will be listed 
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The Krueger Company 
can provide a wide 
variety of MEMORY, 
MICROPROCESSOR, 
and SUPPORT CHIPS. 



ALL KRUEGER PARTS 
carry an unconditional 30 day 
guaraniee. The tnininium 
purchase is S50.00. 

Call Mvron Lieberman a I 
(800)245-2235 or FAX 
(602)820-1707. Mention 
AMAZING COMPUTING. 

Z 



WMW 



ANOTHER TIP 
FROM DR. CHIP 



\:^-\ 




8 MHZ 68010 $ 1.00 

12 MHZ 68020 $30,00 

16 MHZ 68030 $40.00 

33 MHZ 68020 $80.00 

12 MHZ 68881 $30.00 

8 MHZ 80286 $10.00 

256K- 150ns DRAM (DIP) $ 1.00 

64K- 150ns DRAM (DIP) $ .25 

Ask about PLCC, LCC, and ZIP DRAMs 



The Krueger Company VWYWW (800)245-2235 



int'l. (602) 820-5330 



Circle 118 on Reader Service card. 

under that alb-jm. The bias indicates a positive or negative 
time bias (in seconds) to be added or subtracted (in form of 
a delay) to /from the track timer at the start of each new 
track. .This will accomodate track-to-track delays that vary 
between each album. Trial and error ir.ay be necessary to 
determine the bias (if any) necessary. 

The track timer will control the changing of tracks only 
if the track time is specified at the end of each track in 
the data file. The forxat is ""(mmiss)" where ram are minutes 
and ss are seconds. Both the minutes and seconds can be 
greater than 59 (up to 99) , 

When the track timers do not control the switching of 
tracks (due to missing time or if option -k is specified) 
then the tracks can be switched by using the keyboard 
commands : 



N - next track 

L - last track 

R - restart track timer (timer still updates) 

P - pause timers (another keypress resumes) 

esc - quit program 



These commands will also work when the timer is used to 
control track switching. 



Any key must be pressed to start the timers at the 
beginning of each album. A key must also be pressed at the 
end of the last album to cause the program to exit. 



# include " intuit ion/intuit ion. h" 
t include "exec /exec .h" 



#include '"graphics/gfxmacros ,h" 
finclude '"stdio.h" 

/* Screen Parameters */ 

ifdefine ALBMSHWN 5 

/* Nu.Ti)er of albums shown on screen */ 
# define albmtmcol 30 

/* Starting column of current album time */ 
# define ALBUMS CLH 6 

/* Color of albums shown */ 

# define BKGRIJDCLR 

/* Background color */ 

# define BORDERS TK TMLIN*R0WSIZE+4 

/* bottom border of time box */ 
t define BCRDERTO? TMLIN*ROWSI2E-12 

/^ top border of tim.e box */ 

t define C0LSI2E 8 

/* Width of screen column in pixels */ 
# define LABELS CLR 4 

/* Color of track/album labels and border */ 
# define R0W5I2E 8 

/* Height of screen row in pixels */ 

^define STRTAL3M 3 

/"^ Starting screen row for album list */ 
#define STRTRK 17 

/* Starting screen row for track list */ 
tdefine TIMERSCLR 5 

/* Color of track and album time */ 

tdefine TMLIN 14 

/* Row containing Track s Album times */ 
tdefine TRACKSCLR 6 

/* Color of tracks shown */ 

tdefine trkncOL 7 

/* Starting coluirto of current track number */ 
tdefine TRKSHWN 15 

/* Number of tracks shown on screen ''/ 
tdefine TRKTMCOL 12 

/" Starting column of current track time */ 
tdefine TTLW 40 

/- Titles width */ 

tdefine WNDWHGHT 400 

/* Height of window in pixels */ 

tdefine wndwwdtk 320 

/* Width of window in pixels */ 



/* Program Limits ^/ 

tdefine ESCCHR 27 

/* Escape character 
tdefine MAXFILE 80 

/' Maximum size of data line read in 

tdefine MXAL3MS 20 

/* HaximuiTi number cf albums 
tdefine MXFILES 20 

/* Maximiom. number of files to read 
tdefine MXTRKS 30 

/* Maximum nuiT±>er cf tracks per album 
tdefine TIM£_SI2E 10 

/* Size of time format: ' hh:mm;ss' 



*/ 
•/ 
*/ 
*/ 
"/ 
*/ 



/* Album Selection */ 

tdefine SELALBUM 1 
tdefine NOSELALBUM 2 

/* Track Selection */ 

tdefine SELTRACK 1 

/* Show selected track when updating tracks */ 
tdefine NOSELTRACK 2 

/* Don't show selected track when updating */ 
tdefine HOSKOWTRK 3 

/* Don't show any tracks when updating "/ 

/- "Show_Titles" States */ 

tdefine NEWALBUM 1 

/* Start next album */ 

tdefine ALBUi^KEY 2 

/* Wait for keypress on new album */ 
tdefine N^WTRACK ' 3 

/* Start next track */ 

tdefine traCKKEY 4 

/* Wait for keypress on new track */ 
tdefine INITIALTIME 5 

/* Set initial time (base on bias value) */ 
tdefine ElESETTRACKTIMER 6 

/* Set track timer to initial time */ 
tdefine ONTRACK 7 

/* Currently tracking song */ 

tdefine ONTRACKPAUSE 8 

/* Pause timers - resume on keypress */ 
tdefine SCROLLTRACK 9 

/* Determine need to scroll tracks */ 
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# define SCROLLBACKTRACK 10 

/* Determine need ro scroll back tracks */ 
# define SCROLLALBUM H 

/* Determine need to scroll albums 
# define LASTALBUM 12 

/* All done - wait for keypress 

/* Global variables */ 

Char AlbmT tl [MXALBMS ] [ TTLW+ 1 ] ; 

char Blanks [TTLW+11 = " 

BOOL ChkTra = TRUE; 
int Colors [8] [3]= 
{ 



0, 
1, 
2, 

5, 

9, 



7, 1, 
9. 9, 



11, 11. 11 

}; 

int CrntAlbm; 

int CrntTrk; 

struct DiskfontBase *DiskfontBase; 

long ESeconds - 0; 

char *FileName [ MXFILES ] ; 

char *Font = "topaz, font''; 

int FrstAlbm; 

int FrstTrk; 

struct GfxBase *GfxBase; 

struct IntuitionBase *IntuitionBase; 

int LstAlbrn = -1; 

USHORT *MTPointer; 

struct Screen *MTScreen; 

struct Text Font *MTFontf 

struct Window "MTWindow; 

int NbrFiles; 

int NTrks I MXALBMS ]; 

BOOL PrnTtls = FALSE; 

int TnBias [ mxalbms 1 / 

BOOL TrkPaus = FALSE; 

Char TrkTtl [ MXALBMS ] [ MXTRKS ] [ TTLW+1 1 ; 

int TrkTm [ MXALBMS 1 [ MXTRKS J ; 

maint argc, argv) 

int argc; 
char *argv[]; 
( 

BOOL Get_Album_Inf o ( ) ; 

APTR OpenLibrary ( ) ; 

BOOL Set_Up_Screen ( ) ; 

int x; 

/* Open the worldll! */ 

DiskfontBase = {struct DiskfontBase 
*) OpenLibrary f'diskfont . library" ,0); 
if (DiskfontBase i^ NULL) 
i 

GfxBase = (struct GfxBase 
*)OpenLibrary( "gr aphi cs . 1 ib ra r y " , ) ; 
if (GfxBase !^ JTOLL) 
{ 

IntuitionBase = (struct IntuitionBase 
*J OpenLibrary ("intuit ion. library", 0) ; 
if (IntuitionBase != NULL) 



( 



if ( argc<2 ) 
{ 



/* Print standard format */ 

printfC'Vn FORMAT: %s <option ...> file 

<file ...>\ii\n", argvfO] ); 

printf (^'Where: XnXn") ; 

printf {" option: \n\n''); 

printf (" -k » use keyboard commands to 

change tracks instead of timerSn") ; 

printf (" ~p " pause after each track 

(but use timer for each track) \n"); 

printf ('^ -t = display album and set 

times only\n\n") ; 

print f(" file = name of file containing 

album/track text entries: \n") ; 

printf (" A text 

(Album - up to 40 characters) Vn") ; 
printf (" B value 

(Time Bias) \r/') ; 



Investors! Traders! Brokers! Analysts! 



Trade Profitably Through the 19W^ 
:;.. with 

MicroTrader ® 



The Ultimate Stock Market Technical Analysis 
and DataBase Management Tool Kit 

Perform your own technical analysis on stocks, options, 
commodities and indices. Keep your portfolio under constant 
supervision and spot buy formations in other securities. Watch 
for short sale opportunities and be warned of resistance areas, 
Mind your own portfolio and update, either automatically 
using the powerful communication capabihty, or manually 
using the sophisticated Screen Editor. 

For a Limited Time $195.00; Demo Disk $15.00, .„ ., , 
Sue yOLir Local Dealer or Call: 

MicroActivelnc. ;^ 

- :USA: 4460 Patrick, West Bloomfield, MI 48322 : : 
CANADA: 7831 Bodinier, Anjou, Quebec Hllv 1C2 



TEL (514) 355-8503.. 
FAX {514) 354-4324 



V/SA. 



MasterCard 



circle 103 on Reader Service card. 



printf C^ 

(if value<0 subtract frcm timer) Xn") ; 
printf (" 

{if value>0 add to timer) \n") ; 
printf (" T text (:r^'n:ss) 
tTracX - up to 40 characters) XnXn" J ; 

} 

else 

( 

NbrFiles = 0; 

/* Extract options and file names */ 

for (x-l;x<argc; x-^ + ) 
{ 

if {argv[x] [0] -» '-*) 
{ 

switch (argv[Kl [l] } 
{ 

case "k' : 
/* Don't check times */ 

ChkTm = FALSE; 
break; 
case *p' ; 
/* Pause after each track */ 

TrkPaus = TEUE; 
break; 
case 't' ; 
/* Display totals only */ 

PrnTtls = TRUE; 
break; 
default! 

printf (''Invalid option '%c' entered. \n'% argv [x J HI ) ; 
) 
) 
else 

{ 

FileName [KbrFilesTi-] = argv[xl; 

) 
) 

if (NbrFiles == 0) 
{ 

printf ("'You must specify a text fileXn") ; 



(continued) 
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Pic-Magic™ 

Professional Quality Clip Art Series 
Package One 

10 Disk Set in Fellowas Fan-File" 

Larger-th an -Screen-Sized Images. 

220 Page ManuaJ (Print outs of all Images) 



Package One.EPS 

Encapsulated PostScript™ (CallJ 



95 Packages Two and Three 

CALL Joe For Information... 



To Order or for Information (U.S A) Call: 

1-800-387-8967 



Look for 10 Sample Re-Magic' 

Graphics with PageStrefim " 

Version 1.8. 




Joe's First Company Inc, 
P.O. Box 579, Station Z. 
■v* Toronto, Ontario. 
{^"^ MSN 2Z6 Canada 

^^^>. Tel: (416) 322-61 1 9 
^> Fax:(416)489-1620 



Distributed World Wida by: 
Pulsar International 
410Mapl3 Ave. 
Westbury. New York 
11590 USA 
(Sl6i 597-8707. 






Circle 180 on Reader Service card. 



else 
i 



/* Get Albtim Information from specified file(s) 

if (Get_Album_lnfo{) && !PrnTtls) 
{ 



Display tirles if info present and optioned 
if (Set_Up_Screen()) 



( 



Show^Titles { ) ; 
Close Out Screen 0; 



} 

} 

CloseLibrary (IntuitionBase) ; 
} 

CloseLibrary {Gf xBase) ; 
} 

CloseLibrary (DiskfoncBase) ; 
} 

/* 

Get Album Info 

This routine reads the spe::ified file(s), extracts the album, 
track, and timer bias information. It also computes and print 
total time for each album (including any bias J and the total 

time for all albums listed. 



BOOL Get_Album_Info 
{ 

long AlbumTotal; 

char Buffer [MAXFILE+1] 

char *fgets () ; 



BOOL Firsttrack; 

FILE *fopen () ; 

long GrandTotal; 

char L [ TTLW+1 ] ; 

char *lineptr; 

FILE *list^- 

long minutes; 

BOOL NotNew; 

long seconds? 

char 'strcpy ; 

int t; 

char tbuf[TII-E_SIZE] ; 

BOOL GoForIt; 

int X ; 

LstAlbm = -1; 
GoForIt = FALSE; 
AlbUiXTotal - 0; 
GrandTotal =0; 

for (X = 0; >: < NbrFiles; :< + ^) 
{ 
- list = foper.( Filename [xl, "r" ); 
if ( list == ) 

( 

printf C'XnCan't ooen list file: %s.\n", FileName [k] ) ; 
} 

else 
{ 
printf ("NnExtracting data from file %s. \n\n", FileName [x] ) ; 
NotNew = FALSE; 

while ( fgets{ Buffer, H^XFrLE, list } 1= ) 
{ 

/* Replace ^newline' character with null '/ 

Buffer istrlen{Buffer)-l] = ^\0'; 

/* Shorten line if too long */ 

Buffer [TTLW+2] - ^\0'; 
switch ( Buffer [0* } 
{ 

case 'A' : /* Extract Alburn Title */ 

/* Print total time for previous album */ 

if (NotNew && ChkTm) 

( 

Forma t_Time (AlbumTotal, tbuf ) / 
print f('' time: %s. Vn", tbuf ) ; 

} 

else 

I 

crintf {"\n")/ 

} 

/* Process new album */ 

UotNe-rf = TRUE; 

GrandTotal +- AlbumTotal; 

AlbumTotal = 0; 

LstAlbm = LstAlbm + 1; 

TmBias [ LstAlbm ] = 0; 

NTrks [LstAlbm] = -I; 

First Track - TRUE; 

strncpy(L,£Buffer [21, TTLW+1) ; 

printf ("Processing album '%s'...",L); 

/* Center text as required */ 

if (strleniD < TTJ^) 
{ 

strncpy(.UbmTti[ LstAlbm] , Blanks, {TTLW-strlen (L) ) /2) ; 

strncat (AlbmTtl [LstAlbm] , L, strlen (L) ) ; 

strncat (AlbmTtl fLscAlbrn] , Blanks, {TTLW-strlen (L) -1 ) /2) ; 

} 

else 

{ 

strncpy iAlbmTtl [LstAlbm] , L, strlen (L) ) ; 



5ak; 

^3' : 



Extract Track Time Bias 



/* ,Make sure an alb^jrri has been defined first! */ 

if (LstAlbm < 0) 
{ 
print f ("Nn^-lust specify album name before Bias command! \n") ; 
} 

else 
{ 

sscanf ( ^Buffer [2] ,"%d", STmBias [LstAlbm] ) ; 
} 



(continued on page 82) 
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PRESENTING 



I 



1 



i 



NEW YORK CITY 

* Starring * 

THE AMAZING AMIGA 

W^^^mmm. • Featuring • 

Amiga Hardware • Amiga Software • Amiga Accessories 
1 Seminars • Stage Presentations • Clinics • Bargains mm- 






Pier 92, New York Passenger Ship Terminal, 
New York, New York 

April 27-28, 1990 

Friday and Saturday 10 am-5pm 

Pre-registratioii $10 for both days 

Deadline for pre-registration April 12 
Registration at show: 

$10 for single day 

$15 for both days 

Admission includes exhibits, seminars, clinics 

and stage presentations. 

Restricted to persons 12 years of age and older 




WORLD OF 

AMIGA 

IN NEW YORK CITY 

For more information call (416) 595-5906 or fax (416) 595-5093 



Produced by 
World of 

Commodore Shows, 
The Hunter Group 
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Confidence - the key word in 
CONFIGURATION CONTROL 



Original 
Source 

vl.0,0 


Next 
Version 

vl*0.1 


Next 
Version 

vl.0.2 



Latest 
Version 

v5,29»105 




Presenting two 
configuration control 

packages from 
Backwoods Software 



Personal Confidence ^^^ 
Professional Confidence 



Config- 
uration 
Reports 



Both packages 
provide the user with 

tools for revision 

control and security 

of your source code, 

docunnents, sound, 

graphics, and more - 

with Confidence . 



Personal Confidence - 

Single user with security. 
$149.95. 

Professional Confidence 

Multiple users with enhanced 
security. $499.95. 

Call 1-800-826-1799 for 
sales and information. 
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MOVING? 




SUBSCRIPTION PROBLEMS? 



:-please don't forget to let us know. 
If you are having o problem with your 
subscription or if you are planning to 
move, please write to: 



Amazing Computing Subscription Questions 

Pi IVI Publications, I nc. 

P.O. Box 869 
Fall River, [VIA 02722 



Please remember, we cannot moil your magazine 
to you if we do not know where you are. 



Please allow four to six weeks for processing. 



Amazh 

JL .A. COTvd:PIJTIMG-|^ 



mUGA 



Index of Advertisers 

Need more information? 

Please use die Reader Service Card to contact those 
advertisers who have sparked your interest. 
Advertisers want to hear from you. This is the best 
way they have of determining the Amiga commu- 
nity's interests and needs. Take a moment and 
contact the companies with products you want to 
know more about. And, if you wish to contact an 
advertiser directly, please tell them you saw their 
advertisement in Amazing Computing For The 
Commodore Amiga 



Advertiser 


Page 


Reader Service 
Number 


ACDA Corporation 


14 


136 


AniiEXPO 


81 


115 


Anivision 


87 


150 


ASDG 


9 


110 


Backw^oods Sofm^are 


SO 


181 


Beta Unlimited 


64 


126 


Central Coast Soft^^are 


11 


145 


Chechpoint Technologies 


SA 


141 


Commodore Business Machines. Inc. 


13 


131 


Comp-U-Sa\^e 


35 


124 


Computability 


21 


117 


Computers etc! 


75 


113 


Delta Graphics 


8 


120 


Digital Formations 


12 


132 


Dr T s Music Software 


22 


119 


Fairbrother & SoeparMann 


90 


179 


Group Business Systems, Inc. 


86 


146 


Hologramophone Research 


17 


109 


INOVAtronics, Inc. 


7 


175 


InterComputing, Inc, 


25 


130 


Joe's Fii'st Company, Inc. 


78 


180 


Micro Momenmm, Inc. 


36 


111 


Micro Active, Inc. 


77 


108 


MicroMiga 


68 


182 


MiGraph, Inc. 


5 


138 


MT Systems 


51 


149 


ONE B^TE 


76 


135 


Poor Person Software 


62 


127 


Pre'spect Technics Inc. 


62 


165 


RCS Management 


cni 


129 


Safe Harbor Soiware & Peripherals 


27 


134 


Saxnian Systems 


S3 


103 


Softu'are Plus 


44 


143 


Supra Corporation 


CIV 


139 


Supra Corporation 


19 


187 


The Grapevine Group, Inc- 


95 


147 


The Hunter Group, Inc. 


79 


122 


The Krueger Company 


76 


118 


The xMemor\^ Location 


82 


107 


The Memoiy Location 


54 


186 


The Puzzle Factoiyjnc. 


2 


168 


Virtual Reality Laboratories, Inc. 


85 


121 


Virtual Reality Laboratories, Inc. 


94 


167 
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PERSONAL COMPUTER SHOW 

March 16-18, 1990 1 



Sheraton Washington 
Washington, D. C 



Admission includes the Exhibition, Seminars, Keynotes & 
^^ Amiga Artists Theatre! 
120 Amiga Exhibitors Featuring State of the Art ^^g| 
Software and Hardware, at the lowest prices! 

Master Classes Available in Amiga Graphics, Video, Programming, Animation, Rendering and Publishing! 

Seating for Master Classes is limited; call for schedule and availability before registering, 

PRE-REGISTRATION DEADLINE IS MARCH 2, 1990 

^^^^^-^ (No cancellations or refunds after deadline) n^s^^^^^ji^s^ — 

■■^^ SPECIAL EVENT: AmiEXPO Art & Video Awards 5^^^*«W 
wUh Prizes from C Ltd., GVP, IVS, NewTek and Philadelphia Video Labs -,■. 
For Hotel Reservations Call the Sheraton Washington at (202) 328-2000 
Hotel reservations deadline: February 15, 1990 
.. fjtr discounted airfares, call American Airlines at (800) 433-1790 and give them this ID: 12Z 04F 

REGISTER TODAY !r 



ivri^istcr hy MaiL or Brifii^ I'his Coupon to the show or Call H00'32-AMi(t\ Saiitniwidv \or 9 14-74 i 

For Your Ticket to The Afuiga Evenl! 

I Yes, I want to come to AmiEXPO-East Coast name 

I Friday Saturday Sunday 

One day - $15 

Two days - $20 

Three days - $25 

Master Class(es) - List Class and Time - $60 Each 



Registration is 
$5 Additional 
At The Door 



COMPANY 
ADDRESS 

CITY 



STATE 



ZIP 



For MasterCard or VISA Payment 

Expiration Date ^___ 

Account Number ^ 



n 



Total Amount Enclosed 



Name as it appears on card: 
Signature 



Make Check or Money Order Payable to: 

AmiEXPO 465 Columbus Ave,, Ste, 285 

Valhalla, NY 10595 
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The Memory Location 

Amiga specialists! 
Full service Commodore dealer. 



A2630 Processor board 

A2620 Processor board 

FramegTabber256 

ProScan 1X12 

SupeiGenlOOO 

A Prodiaw tablet 

Rom Kemal Includes & Autodocs 

Rom Kemal Libraries & Devices 

Hardware Reference 

Phasar 4.0 

ProPageVL3 

Pagestream VI. 8 

Pageselter D 

TeX 

Tax Break 

Ultra Design 

Deluxe Video ID 

Caligari 

Fighter Bomber 

Iron Lord 

BatUe Force 

Lords of War 

Star Miaonics Printers 






^^^s^^^^sa\ 3? 




if nrirstTrackJ AlbumTotial — Trr.Bias [LstAlbni) ; 
FirstTreck ^ FALSE; 



} 



} 



srrncpy [L, &Buffer[21 ,TTLW+1) ; 

/* Center title if less than maximum size */ 

if (strlen(L) < TTLW) 
{ 
strncpy (TrkTtl [LstAlbml [NTrks [LstAibm] I , Blanks, (TTLW- 
strlen(L) )/2); 

strncat (TrkTtl iLstAlbm] [NTrks [LstAibm] ] ,L,strlen(L) ) ; 

St meat (TrkTtl [LstAibm] [NTrks [LstAibm] ] , Blanks, (TTLW- 
strlen(L)+l)/2); 

1 

else 
{ 
strncpy (TrkTtl [LstAibm] [NTrks [LstAibm] h L, strlen (L) ) ; 



The 

Memory 

Location 



396 Washington Street 

Wellesley,MA02181 

(617) 237 6846 



Store hours: Mon.-Thur. 10-6.Fri. 10-8,Sat. 9-5 
Commodore authorized repair on-premise. Low flat labor rate» plus parts 



Circle 107 on Reader Service card. 

(Music Titler, continued from page 78) 

break; 
case 'T' : /* Extract Track Title */ 
/* Make sure album ]ias been defined first! •/ 
if (LstAibm < 0) 

i 

printf ("VnMust specify album name before Track commandlXn") ; 
} 

else 
{ 

GoForIt = TRUE; 
NTrks [LstAibm) ++; 

/* Extract time if checking times */ 

if (ChkTm] 
{ 

t ^ strlen {Buffer} - 7; 
if (t<0) 
{ 
printf r'\nMissing or invalid time - Disabling Auto-Track\n") ; 
CtlkTm - FALSE; 
} 
else if (3uffer[t] 1= M^ II 

auffer[t+3] i= *:' I I 
Buffer[t+6] i- ')M 
i 
print f(*^\nMissina or invalid time - Disabling Auto-TrackXn") j 
ChkTm - FALSE; 
) 

else 
{ 
sscanf (&Buffer[t+I] , "%21d", sminutes) , 
sscanf (&Buffertt+4i , "%21d", fiseconds) . 

TrkTm [LstAibm ][ NTrks [LstAibm] 1 = minutes * 60 + seconds; 

AlbumTotal += TrkTm[ LstAibm H NTrks [LstAibm] J; 



} 



} 



break; 

) /• end switch "/ 

} /* end while */ 

fclose ( list ); 

/" Print total time of last alb'om and for ccmplete set 

if (ChkTm) 
( 

Format_Time (AlbumTotal , tbuf) / 

print f(" time: %s . An", tbuf ) ; 

GrandTotai += AlbumTotal; 

Format_Time(GrandTotal, tbuf ) ; 

print f(*'\nGrand Total: %s . \n\n'% tbuf ) ; 
) 

else 
{ 

printf ("Xn"); 
} 

1 /* end else */ 

} /* end for */ 

if (IGoForlt) 
print f (""File (s) must contain album/track entriesXn") ; 

return IGoForlt) ; 
] 

/* 

Set Up Screen 

This routine creates a screen and window to display the 
specified albums and tracks. 



BOOL Set_Up_Screen ( ) 
{ 



APTR AllocMem ( ) ; 

BOOL Go For It; 

char *Name; 

struct TextAttr NA; 
struct NewScreen NS; 

struct NewWindow NW; 

struct TextFont ■CfpenDiskFont { ) ; 

struct Screen *C^enScreen() ; 

struct Window ^OpenWindow ( ) ; 

int x; 

GoForIt = FALSE; 

/* Create a screen */ 

NS. Left Edge = 0; 
NS.TopSdge » 0; 
NS. Width = W^3DWWDTH; 
NS. Height = WNDWHGBT? 
NS. Depth * 3; 
NS.DetailPen « 0; 
NS. Block? en = 0; 
NS.ViewMoaes = LACE; 
NS.Type = WBENCHSCREEN; 
NS.Font - NULL; 
NS.DefaultTitle = NULL; 
NS. Gadgets ^ NULL; 
NS.CustomEitMap = NULL; 
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MTScreen = OpenScreen(fiNS) ; 
if (MTScreen != NULL) 



/* Create a window for new screen */ 

NW. Left Edge = 0; 
NM.TopEdge = 0; 
NW. Width = ^DWWDTHr 
NW. Height = WNDWHGHT; 
NW.DetailPen = 0; 
NW.BlocicPen = 0; 

NW.IDCMPFlags = VANILLAKE^ I INTUITICKS I WINDOWACTIVE ; 
NW. Flags = SMART_RSrRE£H ! BORDERLESS | ACTIVATE [ 

NOCAREREFRESH I RM3TRAP; 
NW.FirstGadget - NULL; 
KW.CheckKark = NULL; 
NW. Title = NULL; 
KW, Screen = MTScreen; 
NW.BitMap = NULL; 
NW,MinWidth = WNDWWDTH; 
NW.MinKeight = m^DWKGHT; 
NW. Max Width = WNDWWDTH; 
NW.MaxHeight = WNDWHGHT; 
KW.Type = CUSTOMSCREEN; 

MTWindow = OpenWindow(&NW) ; 

if (MTWindow i= NULL) 

{ 

GoForlt = TRUE; 

/* Open larger font (topaz 11) */ 

NA,ta_Name = Font; 
NA.ta_YSize =11; 
NA.ta_Styie = 0; 
NA.ta_Flags = NULL; 

MTFont = OpenDiskFont {SNA) ; 
if (I^Font != NULL) 



} 



SetFont {r'rrwindcw->RPort, MTFont) ; 



/* Define Color Palette */ 

for (x=0;x<8;x++) 

SetRG34 (&KTScreen->ViewPort, X, Colors [xl [0] , 
Colors [x] [l],Colors[x] [2]); 

/* Make iTtouse pointer invisible */ 

OFF_SPRITE; 

/* Clear and set up display */ 

SetDrMdfMTWindow->RPort, JAM2) ; 
SetAPen (MTWindow->RPort , LABELSCLR) ; 
SetBPen (MTWindow->RPort, BKGRNDCLR) ; 
ClearScreen {MTWindow->RPort ) ; 
Move(MTWindow->RPorc,OL,TMLIN*ROWSIZE) ; 



Text ( Mrwindow->RPort," Track: 



Albumt",30L) i 



) 



Move (MTWindow->RPort, OL, 30RDERT0P) ; 
Draw (MTWind0W->RPort , WNDWWDTH-1, BORDERTOP) ; 
Draw (MTWindow->RFort , WNDWWDTH-l , BORDERBTM) ; 
Draw (MTWindow->RPort , OL, BORDERBTM) ; 
Draw(MTWindow->RPort. 0L,BORDERTOP) ; 

Move (MTWindow- >RPort , OL, 30RDEHT0P+1 ) ; 

Draw (MTWindow->RPort , WNDTWDTH-l, BORDERTOP+1 ) ; 

Move (MTWindow->RPort^ OL, BORDERBTM- 1) ; 

Draw (MTWindow->RPort , WNDWWDTH- 1, BORDERS TM-1 ) ; 



!\n"); 



else 
( 

print f ('*Can' t open window!! 
CloseScreen (MTScreen) ; 

1 

else 

{ 

printf (""Can' t open screen M ! \n'') ; 
} 
return (GoForIt) ; 



/* 

Close Out Screen 

This routine closes the larger font {if opened) , resets the 
mouse pointer, and closes the created window and screen. 



SA^|y[IAN SYSTEMS 



INTRODUCING 

Here ii is! Proof thai the AMIGA (im) Computer is more ihan 
just great for graphics and sound. We all know about its ability to produce 
the BEST Desk Top Publish ing» the BEST Desk Top Video, and the BEST 
Desk Top Music. But did you know it could also do the BEST JOB 
POSSIBLE with your accounting? 

Wc. at SaxMan Systems have taken the BESTdaia-basc available 
for \h& AMIGA (un), SUPERBASE PROFESSIONAU imY from Precision, 
Inc. and created two powerful, and easy to use accounting systems. 

System U 1 - Billing and Disbursements ftm') 
'Iliis system is designed for use by small businesses. It 
processes cash and credit sales, prims invoices and statements, 
and ages your accounts receivable. It also wiU track your cash 
disbursements, and print a check register. Finally, it tracks and 
reports on the general ledger accounts necessary to fill out 
lax returns. List price is $ 249.95 

System # 2 - SaxMan Accountint? S ystem f^m ) 
This is a complete accounting package, Including: General 
Ledger, Accounts Receivable, Accounts Payable, Payroll, 
Inventory Control, and Job Cost Analysis. Its features are 
much too extensive to list here. List Pri<ce is S 499.95 

For Information contact: 
SaxMan Systems. 400 Walnut St.. #403, 
Redwood City, CA 94063,(415)368-6499 
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Close_0\Jt Screen n 
{ 

SetFont {MTWindow->R?ort,NULL) ; 

if (MTFont != NULL) 

{ 

CloseFont (MTFont) ; 
} 

CloseWindow (MTWindow) ; 
CioseScreen (MTScreen) ; 

} 

Show Titles 

This routine displays the albu,ms and track titles and 
performs selection of tracks and albums based on timers and/or 
keyboard ccinmands. 



Show Titles 




long 


AlbmElaps; 




long 


AlbmTmr; 




long 


Elapsed; 




APTR 


GetMsgO; 




struct IntuiMessage 


*IM; 


long 


IntlTm; 




char 


Key; 




int 


Mode; 




300L 


Quit; 




long 


TrkElapsf 




char 


TrkTime[TlME 


SIZE] 


long 


TrkTmr ; 




Mode 


= HEWALBUM; 




FrstAlbm - 0? 




CrntAlbm - -1; 




Quit 


= FALSE/ 
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CHECKPOINT ^^\r 

TECMKOLOGIES T'T^l t / J- 



THE &J«-;i':--'"^ 

Blue Ribbon Bakco 'Ogive 
you 32 or more simultaneous 

MIDI channels! 

Compatability Performance 




The Serial Solution 

provides two indus- 

tr)'- standard serial 
por^^. The 9-pin pt>rt 

is IBM- AT compa- 
tible. The 25-pin pon 

h RS-232C compa- 
libSe. And it supplies 
ihe 1 2 volts needed to 
drive Amiga-specific 

peripherals, ,such as 
MIDI interfages. 

Both ports support 
all standard 

handshaking lines 
plus CD and RI. 



The Serial Solution 
delivers error- free 
performance for btith 
the standard baud 
rates ( 1 2fMK 2400. 
cicJ and the MIDI 
baud rale. The 
highest supported 
baud rate is 1 25K 
baud — useful for 
networiiin^ two 
Ami gas together. 
Each port has a four- 
byte buffer to ensure 
no data loss at at! 
transmission speeds. 



The Serial Solution 
is your best buy in 
serial expansion at 

only $199! 

The riRhi 

price, the best 

performance, the 

most compatabititv. 

Use it with: 

Bars&Pipes • Deluxe 

Music* A-Talk 111 

• Baud Bandit • 
OnLine! * Diga 

• manv others • 



P O- Box 2035 * Manassas, Virgino 221 10 • 703-330-5353 
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Updace_Albums (SELALBUM) r 

FrstTric = 0; 

CrntTrk = -1; 

UpdateTracks (NOSELTRACK) ; 

Mode = ALBUMKEY; 
) 

breaks- 
case ALBUMKEY: 
/* Wai- for keyoress on new album */ 
if {Key != NULL) 
{ 

Mode = N^EWTRACK; 

AlbmTror - ESeconds? 
} 
break; 

case NEWTRACK; 
/* start next track *' / 
CrntTrk++; 

if (CrntTrk > NTrks [CrntAlbm] ) 
I 

Mode = SCR0LLAL3L*M; 
} 

else 
I 

UpdateTracks (SELTRACK) ; 

if (TrkPaus) 

{ 

AlbfTiElaps = ESecor.ds - Albmrrr^r 
Mode « TRACKKEY; 
} 

else 
{ 

Mode = INITIALTI^3; 
\ 
} 
break; 

case TRACKKEY: 
/* Wait for keypress on new track */ 
if (Key :« NULL) 
{ 

AlbffiTmr - ESeconds - AibmElaps; 
Mode « INITIALTIME; 
} 
break; 



/■ Top of main loop */ 
while (IQuit) 

Key = NULL; 

/* Check answering service for messages */ 

IM - (struct IntuiMessage *) GetMag(MTWindow->U3er?ort) ; 
if (IM 1= NULL) 

{ 

switch (IM'>Class) 
{ 

case INTUITICKS; 
/* Update master timer */ 

ESeconds = IM->Seconds; 
break; 

case VANILLAKEY: 
/* Process keypress */ 

Key = IM->Code; 

if (Key == ESCCHR) Quit = TRUE; 
break; 



case WINDOWACTIVE: 
Make mouse pointer disappear 
OFF_SPRITE; 
} 

HeDlyMsgtIM) ; 
} 

switch (Mode) 
( 

case NEWALBUM: 
CrntAlbm++; 
if (CrntAlbm > LstAlbm) 



/* Start next album 



{ 



Update_Albums (NOSELALBUM) ; 
UpdateTracks (NOSHOWTRK) ; 
Mode « LASTALBUM; 



else 



case INITIALTIME: 
Set initial time (based on album bias value) */ 

IntlTm = 0; 

if (CrntTrk !^ ££ Tr.Bias [CrntAlbm] \= 0} 



} 



IntlTm = TmBias [CrntAlbm] ; 
Mode ^ RESETTRACKTIMER; 



else 
{ 

Mode = RESETTRACKTIMER; 
} 
break; 

case RESETTRACKTIMERS 
/* Set track timer to initial time */ 

TrkTmr = ESeconds - IntlTm; 
UpdateTracks (SELTRACK) ; 

Mode = ONTRACK; 
break; 

case ONTRACK: 
/* Currently tracking song */ 
if (Key I- NULL) 



{ 



/* Process key commands */ 
switch (Key) 



{ 



case *n' : 
case 'N' : 

Mode - SCROLLTRACK; 
break; 

case '1': 
case 'L' : 

CrntTrk -= 2; 

if (CrntTrk < -1) CrntTrk 



Next track 



Last track 
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Mode = SCROLLBACKTHACK; 
break,- 

case *p' : / 

case *?' : 



Pause timers */ 



TrkElaps = ESeconds - TrkTmr; 
AlbmElaps = ESeconds - AlbmTmrr 
Mode = ONTRACKPAUSE; 
break; 



case *r' : 
Restart track timer */ 
case 'R' : 



TrkTmr = ESeconds; 
break; 



J 



/* Print Total Track Time */ 

TrkElaps *» ESeconds - TrkTmr; 
Forma c_Time (TrkElaps, TrkTime) ; 
SetAPen(iyiTWindow->RPort:,TlKERSCLR) ; 
SetBPen (MTWindow->RPort , BKGKNDCLR) ; 
SetDrMd (MTWindcw->R?ort, JAM2) ; 
Kove (!-5TKindow->RPort , TRKTHC0L*C0LSIZS, TMLIN*ROWSIZE) ; 
Text ( Mrrfindow->RPort , TrkTime, TI.we_SI 2E-1 ) ; 

/* Print Total Album Time */ 

Elapsed - ESeconds - AlbmTmr; 
Format__Time {Elapsed, TrkTimeJ ; 
Kove( MTWindow- 

>R?ort,ALSMTKC0L*C0LSIZE,TMLIH*R0S7SIZEJ; 
Text ( MTWindow">HPort, TrkTime/ TI^E_SIZS-l) ; 

/* Check if track has completed (if checking time) */ 

if (ChkTm && (TrkElaps >= 

TrkTm[CrntAlbm] (CrntTrk] ) ) 
Mode ^ SCROLLTRACK; 
break; 



case ONTRACKPAUSE: /* 
if (Key !- NULL) 



Pause - resume on keypress 



} 



TrkTmr - ESeconds - TrkElaps; 
AlbmTinr « ESeconds - AlbniElaps; 
Mode - ONTRACK; 



break; 
case SCROLLTRACK: 



/* Need to scroll tracks? 



if (FrstTrk + (TRKSHWJ^-l) < NTrks tCrntAibml) 
if (CrntTrk >* (FrstTrk -r TRKSHWN-1) /2) 

FrstTrk*+; 
Mode *• NEWTHACK; 
break; 

case SCROLLBACKTRACK: 
Need to scroll back tracks? */ 
if (FrstTrk > 0) 

if (CrntTrk+1-FrstTrk < TRKSHWN/2) 
FrstTrk-; 
Mode « NEWTRACK; 
break; 

case SCROLLALBUM: 
Need to scroll albums? */ 

if (FrstAlbm ^ (ALBMSHVTN-IJ < LstAibm) 

if (CrntAlbm >= (FrstAlbm + ALBMSHWN-1) /2J 
FrstAlbm++; 
Mode « NEWALSaM; 
break; 

case LASTALBUM: 
All done - wait for keypress */ 
if (Key t= NULL) 



/* 



Quit 



TRUE; 



} /* End switch t) 

/* End while */ 



«/ 



TKe basics. Space and time. From an ice-age antfer minutely 

etched with lunar phases to the inconceivably detailed 

information patterns transmitted by the Hubble Space 

Telescope, man has sought answers to basic c]uestions about 

the universe in astronomy. 




The best. Turn oiY the lights. Distant Suns, home grown on 

the Amiga"^''^ presents the subtle colors of the night sky. No 

other astroncjmy program on ANY j:)latform can do that. 

Get it. A real time machine. A toy universe for your 

Amiga™ - Distant Suns. Virtual Reality Laboratories, Inc. 

(805) 545-8515. 
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Update Albvaris 

This routine updates the albums list on the screen, the 
current album is shown in reverse-video. The album list will 
scroll if there are 7^ore albums in lisr than are shown and 
middle alburv on screen has been reached. 



Update_Albums (Select) 
int Select; 



{ 



int C; 
int Row; 



/* Reset Track/Album status line "/ 

SetAPen ( MTWindow->RPort, TIMERS CLE) ; 
SetBPen ( MTWindow->RPort, BKGRKDCLR) ; 
SetDrMd { MTWindow->RFor t , JAK2 ) ; 

Move{ MTWindow->R?ort,TRKNCOL*COLSIZE,TMLlN*RCWSI2E) ; 

Text( MTWindow->RPort, " 0'\3L); 

Move ( KTWindow->R?ort/ TRKTMCOL^COLSIZE, TMLIN*HOWSIZS) ; 

Text( M7"^indow->R?ort," 00 : 00 : 00", TIME_SIZE-1) ; 

Move ( MTWindow->RPort,ALBMTMCOL*COLSIZE,TMLIN*ROWSI2E) ; 

Text( MTWindow->RPort/' 00: 00: 00", TIME_SIZE-1) ; 

/* Update Album lis- */ 

C - FrstAlbm; 

SetAPea( MTWindow->EPort,ALBUMSCLR) ; 

for (Row = STRTALBM; Row <= STRTALBM + 

(ALBMSHWN^1)*2; Row+= 2) 
{ 

if (C == CrntAlbm && Select == SELALBUM) 
( 

SetDrMd ( MTWisidow'>R? or t,JA!-l2 ! INVERSVID); 
) 

else 
( 

SetDrMd { MTWlndow->RPort, JAM2) ; 



(continued) 
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FEDERAL & STATE 

TAX STRATEGIST 

Less Tax* More Refunds ^^3M 

EXCLUSIVE, INTEGRATED INCOME TAX PROGRAM 

That is easy-to-use, color-coded, on*screen presentation of EXACT DUP- 
LICATES OF ALL DATA ON TAX FORMS; including ELECTRONIC FILING 
FOR FAST REFUNDS VIA THE REFUND ANTICIPATION LOAN PROGRAM.* 
- FREE 'Tax News &Tips- Newsfetters, 3 times/year. ^^°"'^^'""^' ^^^^'°" 

• Personal Version^Form 1040 Schedule A.8,C.D.E,SE 
Form 2W6, 2441. Additional forms can be ordered 
separately. 

• PLANNED STRATEGY FOR TAX REFUND. Program 
module that assists you in predicting refunds for the 
following year. 

• Automatic Calculation. Avoid paying too low or too 
high taxes. 

• Shows you the effect of graduated tax rates for federal 
and some states. 

• Worksheets for Misc. Deductions, F2W6, Sch C & E. 

• Constant update of form and schedule with eacfi 
recalculation. 

• For fast printing, pin feed, perforated, continuous 
federal tax forms provided. 

• f^inimum 1 meg. 

AVOID AUDITS. A program module that tells you whettier expenses 
ORDER NOW! ^"^ deductions exceed gross income. 

Federal with State ..-..- $119.95 

Federal ONLY ..^- $ 89.95 

Professional Version (40 Federal tax forms) $1,495.00 

DEALER INQUIRIES WELCOf^E. 

•For availabilily or technical inquiries, write or call Group Business Systems. Inc, 

12755 Matteson Ave.. Suite 9-Los Angeles. CA 90066»(213) 397-6095 



F1040X 


F1040ES 


F2119 


F4868 


FZ210 


F4952 


F2688 


F4972 


F3800 


F5329 


F3903 


F6198 


F4136 


F6251 


F4137 


F6252 


F4255 


F8582 


F4552 


F8606 


F4684 


F8615 


F4797 


F8283 


F4835 


F8B01 


and othe 


forms 


State tax for CA. CT. IL 


MD, m 


Ml, NY. NJ, 


OH, PA, 


Wl 


and other states 


YEARLY UPDATES 


AVAILABLE. 
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} 

Move I MTWindow->R?ort,0L,Row*ROWSI2E) ; 
if (C <■= LstAlbm) 
{ 

Text ( MTHindow->R?ort,AlbmTtl[C3 ,TTLW) ; 

} 
else 



{ 



Text ( MTWindow->RPort, Blanks, TTLW^ ; 



C -f 1; 



} 

/* 

Update Tracks 

This routine updates the tracks list on the screen. The 
current track is shown in reverse-video if Select is set to 
SELTRAK, The tracks list is scrolled if there are more tracks 
in the list that are not shown and the current track is in the 
middle of the display. 



UpdateTracks (Select* 

int Select; 
{ 

int C; 

int Row; 

int t; 

char tbuf[3]; 

/* Reset Track Time in Track/Album status line */ 

if (Select I- NOSHOWTBK) 
{ 

SetDrMQ( MTWindow->RPort, JAM2) ; 

Move ( MTWindow->RPort, TRKNC0L*COLSIZE,TMLIN*ROWSIZE) ; 



t » CrntTrk t 1; 

sprintf (tbuf," %2.2d'',t); 

SetAPen ( MTWindow->RPort, TIMERSCLR) ; 

Text ( MTWindow->RPort / tbuf , 3L) ; 

Move ( MTWindow->R?ort, TRKTMCOL*COLSIZE, Tr-ttIN*R0WSI2E) ? 

Text ( KTWindow->RPort/' 00 :00: 00", TIME_SI3E-1) ; 



/* Update Track list */ 

C = FrstTrk; 

SetAPen ( MTWindow->RPort , TRACKSCLR) ; 

for (Row - STRTRK; Row <^ STRTRK + {TRKSHVm-1) '2; Row+=2) 

( 

if { (C " CrntTrk) S& (Select «« SELTRACK) ) 



( 



SetDrKd{ I'rrWindow->RPort,JAM2 I INVERSVID) ; 



SetDrMd( MTWindow->R?ort, JAH2) ; 

} 

Move ( MTWindow->RPort, OL, Row-ROWSIZE) ; 
if (Select == *^0SH0W*TR:<) 

{ 

Text { MTWindow->R?ort, Blanks, TTLW) ; 

) 

else if (C <= NTrks [CrntAlbmD 
{ 

Text ( MTWindow->RPort,TrkTtl[CrntAlbnvl [C] ,TTLW) ; 

} 

else 
{ 

Text ( KTW'indow->R?ort , Blanks , 1 



:tW) ; 



} 

C - C + Ir 



Listing Two 



Format Time 

Copyright 198 9 by Brian Zupke and PiM Publications, Inc. 

This stand-alone subprogram converts a long integer seconds-of- 
day value into an ASCII string in the format " hh:mm:ss''. The 
absolute value of SeconcisOfDay must be from (midnight) to 
86399 (one second before midnight) , otherwise the formatted 
time will be incorrect- A negative value for SecondsOfDay is 
valid. This happens when using a countdown timer. In this 
case, the negative sign ( *-' ) will be the first character of 
the formatted time. 



*/ 



Format_Time(SeconQsOfDay,FmtedTime) 

long SecondsOfDay; 
char *FmtedTime; 
{ 

int Hours; 

int Minutes; 

int Seconds; 

char Sign; 

Sign = ' *; 

if (SecondsOfDay < OL) 

{ 

SecondsOfDay = -SecondsOfDay; 

Sign »- *-' ; 
} 

Hours = SecondsOfDay/3600; 
SecondsOfDay = SecondsOfDay % 3600; 
Minutes » SecondsOfDay/ 60; 
Seconds « SecondsOfDay % 60; 
spr int f(F^;ntedrL'ne/'%c%02. 2d: %02. 2d: %02. 2d'', Sign, Hours, Minutes, Seconds) ; 
) 

•AC* 
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(continued from page 62) 

be fully compatible, usually because ilie 
developers broke a rule or tw^o to get things 
to work a Httle better. It will be interesting 
to see how many pieces of softu*are break 
when 1.4 is released. The Bandito hears 
that games are the most vulnerable, but 
some well-known producti\it>^ sofm^are 
may be in need of a quick fLx, too. 

Commodore's vertical market 
advertising push is kicking off in the first 
quarter. Insiders give the campaign good 
reviews for appearance and substance. 
What remains to be seen is how well it 
generates sales. Commodore is providing a 
stepped up campaign for dealer training, so 
that they can turn the sales leads into actual 
sales. 

Oxxi has picked up the Aegis 
software line and has plans to create new 
versions of some of the products. This is 
good news for fans of the sofrw^are. The 
Bandito hears that while Videoscape 3D 
has been picked up by Oxxi, you should 
not expect a new version from Allen 
Hastings. He is busy with his 3D animation 
software for NewTek, which should be on 
the market by tlie springtime. From the 
demos, it should offer some feaaires diat 
have never been seen before in Amiga 
animation. 

The Bandito advises caution in the 
licensing game. One well-known Amiga 
company paid a pretty penny to acquire 
some Hollywood properties for a series of 
games, but the products are not doing very^ 
well. And tlie company still has to pay up 
the big advances for tlie license, even if the 
software never makes enough to cover the 
advance money. Oh weilj die Bandito 
muses, that's life in the software business... 

You may remember that the Bandito 
told you about a new external drive 
Commodore was developing? Well, it is 
here. Commodore is coming out witli a 
new 3.5" floppy disk drive called tlie 
AlOl 1 . It is a sleek littie drive that is priced 
to cut into the clone drive sales. It is about 
time, too. That AlOlO looks awfully clunky, 
What do you tliink? 

Disney (AKA Buena Vista Software) 
is shipping Leo Schwab's Onion program in 
February'. For some reason, they have 
decided not to call it Onion but instead will 
bill it as The Animation Studio. Personally, 
the Bandito likes the flavor of Onion a bit 
better, but those marketdroids would never 
countenance a name with such pungence. 
Can sofm^are make you cry? Just ask Leo 
about the amount of work he put into this 



DPAlNTlll 

(PLUS MOVIESETTER USERS) 

ANIMATED FONTS 

Bringyour screens to life with 

3D FONT - A full rotation 3D font 

For effects that will knock their socks off! ! 

mSSDLYEEQNX" Yes it does! 

Dissolve on or offscreen-Rotate, Shrink, etc. 

POURFONT- PourinplaceWOW 

Animated paint can pours the font on screen! 

COM1CFONT --Seetobelieve! 

Animated characters that bring your title to life 
OVER270ANIMATEDBRUSHES 
Thousands of screens that bring out your best 
ONLY $39.95 DFl .IVF.RF.r) TO \0\ IR DOQRJ 

Check or M.O. to: f^HW \&V^^ 
P.O. Box 801 
Prosser,WA 99350 
WA.RES.ADDS3.12TX 

COMING SOON-PREHISTORIC AND SCI-FI 

products named are trademarks of I heir respective co. 
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program. The Bandito wH! be disappointed 
if there is not at least one screen hack (a 
"schwabbie'* to tliose In The Know) hidden 
somewhere in the program. Those who 
have seen tlie software are \^ery impressed 
— a very slick interface designed the way 
animators work. The Bandito thinks the 
most fun part of the product is the clip ait 
provided from tlie Disney library. 

The Bandito predicts that the Amiga 
will emerge in the 1990s as the leader in the 
home computer market. If Commodore 
piays its cards right, the .-^miga can be the 
big winner for the next five years. The 
Bandito recalls how the C64 got off to a 
slow' start against the Apple II, and finally 
overtook it in the end. It was the growing 
soft^^are ba.se and TramiePs insistence on 
relentlessly slashing die price tliat made tlie 
difference. That is why the Bandito looks 
forward to a retail price of $495 on the A500 
this year. It is already being sold at close to 
$500, but with a list price of $495 you will 
be able to get it for under $400. It may 
happen before the end of 1990. The A590 
is an important part of die drive to make the 
A500 die leading home computer, making 
it easy and reasonably cost-effective to add 
a hard drive and extra memor>^ to the A500. 



This is something that was always too 
difficult and expensive to do with previous 
home computers, if you could do it at ail. 
And it makes the A500 a solid competitor to 
business computer systems, but with 
strengths in all the areas important to a 
home computer (graphics, animation, and 
sound). 

One weak point in the Commodore 
strateg>^ is hardware and software support. 
Many of the Amiga loyalists xv^ho ha\^e stuck 
with the Amiga from the start are mnning 
out of steam, and many have left tlie market 
(Byte-By-B>te is now putung all its 
energies into Macintosh software. 
Electronic Arts is concentrating on games. 
Aegis is sold.). Some are still doing well 
(NewTek, Gold Disk, BrownAVagh), and 
diere are some new companies that are 
growing fast (Hash Enterprises, for one). 
But Commodore realizes that the hardware 
and software is not being developed at the 
same pace as in previous years, and they 
are stepping up their developer support 
efforts. Commodore is seriously interested 
in investing money in developing key 
technologies for the Amiga. Hey, maybe 
they need to spend a few hundred 
thousand subsidizing a gossip columnist... 
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? This disk conuins ihe source 
|#1 M ^ and exeojtable code relating to 
aitides in AC \'5d and AC V3.9. 

Gels In MultlFDrth Parts I & II: Learn how to 
use Gels in MulliFonh. Author: John Buihakra 

FFP & lEEIi An Example of using FTP & EEEE 
math routines in Modula-2. Authon Steve 
Faiwiszevvski 

CAl! A complete Computer Aided Instruction 
program with editor written in AmigaBASIC. 
Author: Paul Castooguay 

Tumblin* Tots: A complete ^me wriacn in 
Assembly language. Save the falling babies in 
this game. Authon David Ashley 

VGad: A gadget editor that allows you to 
easily create pdgets. The program then 
generates C code that you can use in your 
own programs. Author: Stephen Vermculcn 

McauEd: A menu editor that allows you to 
easily create menus. The program then 
generates C code that you can use in your 
own programs. Author David Pehrson 

Bsptcad: A powerful spread sheet program 
written in AmigaBASIC. Author Brian Cacley 



This disk contains the source 
and executable code relating to 
articles in AC V4.3 and AC V4A. 



Fractals Part t An tntroduoion to the basics 
of fractals with examples in AmigaBASIC, True 
BASIC, and C. Author: Paul Castongijay 

Shared libraries: C source and executable 
code that shows ihe use of shared iibrar.cs. 
AuihoR John Baez 

MultiSort: Sorxing and intenask 
communication in Modula-2. Author; Steve 
Faiwisiewski 

Double PlayfEcld^ Shows how to use dual 
playfidds in AmigaBASIC. Author: Roben 
D'AstO 

*S81 Math Part I; Programming the 68881 
math coprocessor chip in C Author: Read 
Predmore 

Args: Passing arguments to an AmigaBASIC 
program from the CU. Author: Brian Zupke 





This disk contains the source 
and executable code relating to 
articles in AC V4.5 and AC V-1.6- 



Dlgitl2ed Sounds Using die Audio.device to 
play digitized sounds in Modula-2, Author. Lcn 
A, White 

*8ai Math Part 11: Pan !] of programming the 
68381 m.aLH coprocessor chip using a fractal 
sample. Author: Read Predmore 




AC Disks 

Source code and executable programs included 
for all articles printed m Amazing Computing, 




At Your Request: Using the system-supplied re- 
questors from AmigaBASIC. Author: John F. 
Wcidcrhim 

Insta SouncU Tapping the Amiga's sound from 
AmigaBASIC using the Wave command. Author: 
Greg Siringfellow 

MIDI Outi A iMlDI program that you can expand 
upon. Written in C Author Br. Seraphim 
Wins low 

Diskless Comi>ller: Setting up a compiler 
Cfivironmem that doesn't need floppies, Author. 
Chuck Raudonis 



This disk consains the source 
and execuub:e code relating to 
articles in AC V-i.7 and AC V4.8- 



Fractals Part Ilr Part II on fractals and graphics 
on the Amiga in AmigaBASIC and True B ASIC- 
Author: Paul Casionguay 

Analog Joysticks: The code for using analog 
joysticks on the Amiga. Written In C. Author: 
David Kinzer 

C Noics! A small program to search a file for a 
specific string in C Author: Stephen Kemp 

Better String Gadgets r How to tap the power of 
string gadgets in C. Author; John Bushakra 

On Your Alertj Uiing the system's alerts from 
AmigaBASIC. Author: John F. Wiederhim 

Batch Files: Kxecuting batch files from ArnigaBA- 
SIC Author: .Vlark Aydelloite 

C Notes: The beginning of a utility program in C 
Author: Stephen Kemp 



^J'This disk contains the source and 
i#5 B ^ cxecuuble code relating to article 
, in AC V4.9. 

Memory Squares: Test your memory with this 
AmigaBASIC game. Author: jMike Morrison 

High Octane Colors: Use dithering in 
AmigaBASIC to gel the appearance of many more 
colors. Author: Roben D'Asto 

Cell Animation I Using cell animation in Modula- 
2. Author: Nicholas Cirasella 

Improving Graphics: Improve the way your 
program looks no maiicf what screen it opens 
on. In C. Authro- Richard Martin 

Gels in Multl-Forth'Part 5''T:iq third and final 
pan on using Gels in Fooh. Author: John 
Bushakra 

C Notes V4*9i Look at a simple utility program in 
C. Author: Stephen Kemp 





lD_Cclls: A program that simulates a onc-di- 
mensional cellular automata. Author: Russell 

Wallace 

Colourscopc; A shareware program that shows 
different graphic designs. Author Russell 
Wallace 

ShowlLBM: A program that displays lo-res, hi- 
res, interlace and HAM IFF pictures, Author: 
Russell Wallace 

I«byTlatli.n: Rotl playing text adventure game. 
Author- Russell Wallace 

Most; Text fi:e reader thai will display one or 
nvore files. The program will automatically 
formal the text for you. Author. Russell Wallace 

Terminator] A \'iru5 protection program. 
Author: Russell Wallace 



This disk conuins the source 
and execuuble code relating 
to articles tn AC V4.10 & AC 
V4J3. 



Typing Tuton A program written in 
AmigaBASIC that will help you inprovc your 
typing. Author: Mike Morrison 

Gill's Gadgets: Using gadgets in Assembly lan- 
guage. Author; Jeff Glatt 

Function Evaluator; A program that accepts 
mathamatical functions and evaluates them. 
Written in C Author Randy Finch 

Fractals: Part IH: AmigaBASIC code that shows 
you how to save/load pictures to disk. Author. 
Paul Castonguay 

More Requestors: Using s>*sicm calls in 
AmigaBASIC to build requestors. Author: John 
Wiederhim 

MuIti>Forthj Implementing the ARP library- from 
Forth. Author: Lonnic A Watson 

Search Utility: A file search utility WrTitten in C. 
Author: Stephen Kemp 

Fast Plcs: Rc-writing the pixel drawing routine 
in Assembly language for speed, Author: Scott 
Steinman 

64 Colors: Using extra -half-brlte mode in Ami- 
gaB.\SlC. Author: Bryan Catlcy 

Fast Fractals: A fast fracul program written in C 
with Assembly language subroutines Author 
Hugo M. H, Lyp pens 

Multitasking In Fortran: All the hard work is 
done here so you can multitask in Fortran. 
Author. Jim Locker 




z^^^-^^j^ This disk contains the source 
I #7fc^''^ ^^'^ executable code relating 
to articles in AC V4.12 S: AC 
V5.1. 

ARcxx Part IIi Information on how to set up 
your own ARexx programs with examples. 
Author: Steve Cilmor. 

Leggo My LOGO: A Logo program that 
generates a Christmas tree with decorations. 
Author: Mike Morrison, 

Trees and Recursion: An introduction to 
binary trees and how to use recursion. Written 

in C. Author; Forest Arnold, 

C Notes: A look at two data compressing 
techniques in C, Author: Stephen Kemp 

Animation? BASlCaily: Using cell animation 
With Amjga BASIC. Authon Mike Morrison 

Menu Builder: A uUlity to help build menus in 
your own programs. Written in C. Author: Tony 
Preston. 

Dwat Demo: Mow to use dual playfietds to 
make your own arcade games. Written in C. 
Author: Thom.as BhelmarL 

Scanning the Screen: Part four in the fraculs 
scries, Tnis anide covers drawing to the 
screen. In AntigaBASlC and TrucBasic Author: 
Paul Casionguay. 

C Notes; Fecursi>'e functions in C, Audicr; 
Stephen Kemp, 



This disk contains the source 
and executable code relating 
to articles in AC V5.2 & AC 



Dynamic Memory!: Flc.tible string gadget 
requester using dvrtamic rnemor>' allocation. 
Author; Randy Finch 

Call Assembly language from BASIC: Add 

speed to your programs with Assembly. 

Author; .\Iartin F Corriss. 

Conundrum: An AmigaBASIC program tliat is 
a pu/,i!e-likc game. Author: Dave Sengcr, 

Music Titler: Generates a titlcr display to 
accompany the audio on a \'CR recording. 
Author Brian Zupke 

C Notes Fom the C Group: VX'nung functioris 
that accept a variable number of arguments- 
Author: Stephen Ke.-r.p 

Screen Saver: A quick remedy to prolong the 
life of your monitor. Authon Br>-an Catley 
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review by Barry Solomon 



Artists nmd Desi£E@ir^ 



n. 



. have been into computer graphics 
— particularly 3D — for several years now. 
So imagine my delight when 1 ran into this 
nifty book on computer graphics at my 
local mega-chain bookstore: 3D Computer 
Graphics: A User's Guide for Artists and 
Designee, 

I picked it up and casually thumbed 
through it. . .my wife had to buy it for me just 
to get me out of the store. Wow! What a 
bookl 

First of all, I should really make one 
thing clear: this is not a book about j^Vmiga 
3D graphics. This is a thorough discussion 
of the history and background of 
computer-generated 3D as well as its 
current use and application. The author is 
talking about the real tiling. The stuff the 
''Big Boys" do. The kind of 3D graphics and 
animation done on tlie Grays and the Pixars 
and the Cubicomps. 

Please don't tliink I'm putting down 
the Amiga. Personally, I'd say that the Third 
Edition of this book won't be complete 
without a chapter on the Amiga. This 
edition, however, is an examination of the 
highest-end computer 3D graphics 
available — the cutting edge of the art — 
which we Amigans are getting closer to 
every day! 

"Why does this have an^nhing at all to 
do with me and my Amiga?", you may ask. 
Well, even if you're a serious hobbyist (and 
certainly if you're an Amiga professional) 
there's a great deal to learn by watching the 
competition. And this book is the 
competition. Know thy Enemy! Besides, as 
I said, we're getting closer every day, and 
when we finally make it, I don't want to be 
a 3D illiterate. Personally, I think that as the 
Amiga (and its available 3D software base) 
continues to grow and change, this kind of 
information will be a necessity to us all. 

The book begins with a discussion of 
the basic concepts of 3D graphics and the 
hardware used to generate them. It 
explains the concept of a scale model and 



a mathematical model and the difference 
between them. Also discussed and 
contrasted are prepared and interactive 
modeling as well as subtractive and 
additive modeling. To illustrate his 
explanation of subtractive modeling, the 
author quotes die old story about tlie 
"elephant kit". That, of course, is the kit 
with everything you need to make an 
elephant. When you open it up you find a 
block of wood, a knife, and instructions 
telling you to carve away everything tliat 
doesn't look like an elephant! 

I need this kind of infomiation, and I 
enjoy this kind of writing. I have used both 
subu-active and additive modeling all along 
without knowing the terms or really 
thinking about the difference. I know that 
this new knowledge will allow me to better 
understand what I do, and help me achieve 
new points of view. By the way, if you 
didn't know, subtractive modeling is 
starting with a basic shape, or outline, 
and adjusting or "carving" the proper 
shape from it (like the block of wood 
and the elephant). Additive modeling 
is building objects from smaller ones, 
as you might build up a body, or 
robot, from a series of cubes and/or 
tubes. 

Chapter Two brings us a very 
informative discussion of 
dimensionality. The idea of 
coordinate systems, vectors, 
angles, and even the basics of 
points and lines. Color is also 
discussed, and for beginners, 
there is a very easily understandable 
explanation of hue, lightness, and 
saturation-HLS (this is the same as the hue, 
saturation and value-HSV to which most 
Amiga graphics programs refer). 

As this book is really aimed at artists 
and designers, the next chapter also 
discusses basic computer terms and 
configurations. From there it takes off and 
there isn't anything remotely relevant to 



computer-generated 3D that isn't 
thoroughly discussed. Surface properties 
of materials, lighting, and shading, and 
specularity are covered. Polygons and 
polygonal models are explained. And, I 
must say, this book contains the best 
explanation of Gouraud and Phong 
shading that I've ever read. Textures and 
texture mapping are covered in detail, as 
are fractals. The use of ti-ees (hierarchy and 
hierarchical systems) is also well- 
explained. Other topics completely and 
Jl^^^_ simplv explained are: 




and 

rendering algorithms, 

animation, and production techniques. 

The author of this book, one Andrew 
S. Glassner, holds a Ph.D. in Computer 
Science from the University of North 
Carolina at Chapel Hill, He has been active 
in computer graphics research for over ten 
years and as such has been involved with 
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» ClKXise from Litxiral or Conservative Judges 

Select Criminal Cases from the Court Docket 

Question Witnesses, Raise Objeaioas 

o Convince the jury and Win the Case 

from. . . 
only FairBrothcr & SoeparMann 

$49.95 5054 S. 22nd Street 

Arlington. Virginia 22206 
17031 820^1954 



IBM, Bell Communications Research, PARC 
(the Xerox Palo Aito Research Center), the 
Delft University of Technology,, and the 
New York Institute of Technology 
Computer Graphics Lab. If the book reads 
like he knows what he is talking about (it 
does), this is u'hy! 

If you think you're inio computer 3D, 
then the 40+ color plates in this book will 
absolutely make you drool If they don't, 
I'll eat my disks. I only wish they were 
larger. The book is also chock-full of black 
and white pictures and diagrams to 
illustrate the author's points. 

As I've mentioned, tliis book is not 
written for computer fans; in fact, at no 
point does this book ever really assume any 
serious computer knowledge. It is very 
cleady written and easily understandable, 

I've been using Turbo Silver and 
Sculpt-.\nimate 4D (and a few odiers) for 
some time now, and I've alwavs wondered 



how diey (their developers) managed to 
come up with l^'o entii'ely different 
approaches. There have even been many 
times when I have marv^elled at each 
different method. I still find it completely 
amazing tliat we can define, create, and 
render three dimensions in terms of only 
two! I think reading this book and learning 
more about the generic fundamentals of 3D 
has really helped me to better understand 

tlie world of 3D graphics. 

•AC- 
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Many years back a friend airned me on 
to an album of syntliesizer "music'' by a 
gentleman named xMorton Subotnik. I say 
'*music" l^ecause the majority' of tlie people 
I've played it for don't seem to think it is 
music. I do. 

The album was created on a Buchla 
synthesizer about 20 years ago, long before 
you could buy a Muppet Babies keyboard 
(which is actually a synthesizer) at Toys 'R' 
Us. It is a collection of crashes, bangs, 
rumbles, grunts, groans, squeaks, tinkles, 
and more tliat just tickled my fancy as it had 
not often been tickled before. It was (and 
still is) one of my favorite albums. 

It was several years after I firs: 
heard this incredible album l^efore 1 
finally realized what it was about this 
new sound that fascinated me so. 
Unreality. That's what it was and is. The 
fact diat almost none of tliese "noises'* 
were sounds that occurred naturally. Nor 
were they your usual man-made sounds. 

Over the years I have collected and 
enjoyed some rather unusual synthesizer 
music. I like prett)^ much everything I 've 
bought, but it's the oddball stuff — the outre, 
the avant-garde — that still tickles my 
imagination the most. 

Don't get me wrong. It's great dial my 
Korg, Rolandj Yamaha, Casio, or Oberheim 
can *'do" a violin that sounds just like the real 
thing. (It can make you a lot of money at 
w^eddings.) But the sounds that still get to me 
are the ones that are so different, so 
unnatural, that diey couldn't have come 
from anv-where else but die insidtr of a little 
electronic box. 

Do I digress from the topic of 3D 
computer graphics? Well, yes. But only a 



little. I've been a big fan of computer 
graphics for several years now^ The topic 
has become a profession with me as well as 
an obsession. The only difference between 
my love of synthesizer music and my love 
of computer graphics is that with the latter, 
I recognized the source of my passion 
immediately. It's the unreality of it. 

Strange, bizarre 31^ images. Objects 
diat do not or cannot exist, rendered so 
cunningly that you're certain diey are real. 
Or common, everyday items in improbable 
or even impossible contexts. This is what 1 
really love. 




Every day we are inundated with 
incredible computer graphics. Every 
channel on TV is filled with glass, marble, 
and chrome logos, w^hich twist and turn 
and fly in every direction. It's almost 
become a iitde too commonplace. (Clirome 
Logos R Us?) 

I never diought that I'd own a 
computer that could actually do real, tliree- 
dimensional, ray-traced graphics (much 
less animations). The Amiga is a 
remarkable beast. Truly. 

A little over r^^o years ago I began 
researching my .*\miga. Always the aw^are 
consumer, I thoroughly checked out all of 
my options. There was a new Macintosh 
due out shordy. Of course, software might 



be a problem for a whOe. (As lar as 3D 
software goes, it still is.) 

I found this truly professional 3D 
soft^'are package. .AJl I would need to lun it 
would be an IBM-compatible 386 and some 
pretty sophisticated video adapter cards. 
Still, die hardware would be several 
tliousand dollars less dian a Mac. The 
problem? I finally asked about the pi*ice of 
the software. '*$26,000," tliey answered. 
Xash or charge?" By the way, 1 still ir>' to 
keep up on what else there is on the market. 
At my request I recently received a brochure 
from one of the Phone Companies about a 
new software/hardw^are package 
(which actually included two 
computers — one controlling the 
other). Obviously, an incredible 3D/ 
animation setup. And on sale! If I 
purchased it before January 1, 1990 
(rats! too late!) it w^ould only cost me 
ninety-nine fiv^. That's right S99,50O!! 
My need for the Amiga was obvious. 
Here I am, more dian two years later and my 
obsession with 3D graphics (and the ^Vmiga) 
is still going strong. Now there are a number 
of 3D modeling, rendering and animation 
programs available. The Caligari series, 
Turbo Silver, the Sculpt-.Animate series, 
Videoscape, Forms in Flight, Design 3D, 3- 
Demon, C-Light, Page Render 3D, and more. 
There are several 3D font packages, 
many 3D utilities, and a host of 3D clip-art- 
type packages. They vary in style and level 
of sophistication, but they ail have one thing 
in common. They all bring the world of 3D 
graphics and/or animation within the reach 
of anyone with an Amiga and some 
imagination. 

B.S. 
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The AMICUS <fe Fred Fish 
Public Domain Software Library 

This software is collected from user groups and electronic bulletin boards around the nation. Each Amicus disk is nearly full, 
and is fully accessible from the Workbench, If source code is provided for any program, then the executable version is also 
present. This means that you don't need the C compiler to run these programs. An exception is granted for those programs 
only of use to people who own a C compifer. 



333oeds 

Duef 
FScape 

Hidden 
JPad 
Optical 
PaintBw 

SpaceArt 



Sphere 

iSwOee 

Wheels 
Xenos 



3d sokis rnodetng prog. ws3»Tpi« tSiSi fles 

c^iws pidurBS in Hie ityla of Durer 

draws fractal landscapes 

30 drtwing progom, mf hidden ine removal 

iJmplB painl pfotjran 

drtM iiv«i4 opSca; iusiocti 

iiflijii njfii program 

drtwi tw Shutu in 3d Mr9lmnn« 

QrapfKsdsoio 

draws colofspir^ 

3d function piOiS 

artficLiI lopoQraphj^ 

drawtditlegraptKS 

drawi Iractarplinei lanciscapei 



Cieanifp 
CR21F 
EfTOf 
h4eio 

Kwrnil 

Sc*l«i 

Sk«we 



e«*5k 

ga.'sieport 

paratef 

senal 

vttuplai 



The Fred Fish disk are collected by Mr. Fred Fish, a good and active friend of the Amiga. 

Note: Each description line below may include something like 'S-0'E-D\ which stands for 'source, object file, ejcecutable and documentatron' 
what forms of the program are present. Basic programs are presented entirely in source code format, 

AMICUS Disk 1 iuin i<: m *k t 

Xref a C pcss-fetererce g^, $-£ 

Btixxkf eitn-h^f-trigm tti? Qfx ^«(tic, S-E 

iwicaiB Cdiop} litj aown 19 (iie, £-£ 
rvnom sirafige charadleri fttm lerl Res 
converts caniaos rotums lo line Iw^ in Amiga Uh, S-E 
adds oompiko «nors to I C file. S 
window ex. iTomiheRKU.S 
g«nenc Kennil implanwitMion. Itaksy, 
no terminal mode. SE 
soind demo piayi ica)«s. S-E 
RijtA cube detno in ii-t^ ociors, S-E 

Aucmata ^Uv automtta misjon 

CrazvEigKs cwd;^m« 

Graph fiaTciion grapiviQ pogramt 

ABttJC prog rams: 



Anycombinatiorroltheseteners indicates 
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Carffiie ^ ■' ' 

Demo 

Hetl 

M«v«Ccin 



wnpte can} 80 dttoMi pfQgriRi 
rmiMnnoo' OBBO 



shapes 



tficMs >t«ycodes lor a lay you p«ft 
nn many ASasic prograrns iTQcn « meru 
way to je* nof? colors on tfw screen 
It once, using atasing 
iifjipte «*3r sha^e de'Stgnof Speak! 
spe^9ch and narratof demo 

ASailc progrimi: Gamei 

BficttOut daiiJc oompuler briek waA game 
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Saicer im^ihoot'enHAgarft* 

SpeOng tinpli taking ^^r^i^me 

ToyB^ idectaMeyapncsoemo 

ABatie pngrimt: Sotfidt 

■^ '- — pttyi Bat tune 

prtiends its a redl con^pulsf 

iimptepofioe s(^ souxl 

pJay« "the Dance of !he Sugaiplim Fafries' 



HAUOOO 

Poles 

SugarPlun 

CprogriiR 

Atenn 






simple lemsjnat pfogcam. SE 
lid iQ compira widi Utitoe C 
oppoala of CtWVEHT tor er«ts d 
•ouoicodatotM'dnny iMndowdemo 
t m^ iioaffe« fflnw xpartalS.Q^ 
dptamt Lse of ^n-nsng port math 
fp»thjtjredbSe£onaiae3on adik,S-E 
VTipis Worttech drawtno pra^.S-E 

GtxMem grapfK memory usage inckatar, 5-E 

G/ep ssaitiies tor a oven siring in a file with docs. 

ham showt olf tie hold and-modify 

tr^fhoiti cdior generalion 

lSM2Ami^ lattpartfidcaUelranstars between 
in IBM v^af^ Amiga 

iylandei Mandtbto t tat groyam. S-E 

men ptflKned grapte dwrc, S-E 

tt^ tnihMLatDcaCofanaiietymbdi 

tfJtii qiidttQdStrmsnMtine 

raw exi^npiesamde window 10 

eedKs turns on interlace mode. S-E 

spaAs qpitype graphic demo, S-E 
Other executatile pragnmi: 

Spee^Toy awedidemorwajon 

WKfiFoo! tltfUaytalavaiabtetonis 

690£0 de a cntBS 680S0 spoedlf board trom CSA 

AJaitt tiq)bn uses dtfie ASSIGN command 

Bu^ known bug Mn Lance C3.Q2 

CLlC&(d retarence (^ tor AmigaDOS CU 

CLICommands guide to using fie CU 

Conmands snorter gude to AmigaDOS CU commands 

EdGommands aide to Ihe ED eAor 

Fienamet AmigaOOSffeiamewitocaTdc^iirT^enians 

HalBiight eipttna raie graphics tfips that can do 

mor»ootors 
tftodemPim detcrtpbon q( tie lenafpod pinout 
RA^^ski ip«onie(tinajoyourRAM:d|li 
nMW$cH Bfievii0ng1l3htWxk 
Sounds exptanatono/ instmmant demo sound 

f*«(ormai 
Speed re i^atioo d Ar-.i^a's CPU and custom chip speed 
WacitCmda tps en us.Tig Wack 
AWCUSDtm2 
Cprogramst 

asb AmigaDOS obtect lilxary manager , S-E 

ar text UearchveprDgram, S-E 

fxdbi KAKfxnsexebtablattei 

SMI rim pii CU tfy ll. S-E 

$Q,u$o HeccmfveKion programs. S-E 

YstoC atamiargame.S-E 

Mate a simple "make' programmrguilly. S-E 

an eerfr version of The Amiga text edttr, S-E-D 



Ercacs 

Assembler prognmi; 

bseartiusm btfary seardi code 

Uni oompafbie ctsor^j function, 



arid C ie^ program 
i0ijmp{) code for Lattice 3 ^ 
mi tystam V oompaifcle prf nUQ 
IMx compafblstrMO hnetion. D 



CfSortajm 

sedmJJsm 
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teesjo ^ . 

(ThidisK tormerty had IFF speoitalonllM and eiam pies. Sinoe 

iNs specis oonttardty updated, tie IFF nee ll»i htv« been ffloved 

lOfbroMi duk^ ^ AMtCUS eofledori) 

John Draper Amiga Totoriaii: 
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Menus leaniabouintitionmeais 



Casino 
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Saboage 



games of poker, blackjack, tke. and craps 

ateoitnownas'ofteto 
sortofanadvertumgame 



E>sasserTt a 68000 dsassembler, E-D 

DpSfcie S«wsa3fvenjetolfFpicajBs.E-l) 

Affange a texi fcrrr.aaig program, £-C 

ASMinbtcrprDoranQ: 

Arggtenn lennffaiprogra^tiwri speed! and Xmodem. S^ 

AWKiuS Diik 4 Rle» from tne Original Auriga 

Technical BBS 
^^o^o nm tmtt of Ihese Wes are old, and reler to dder versions ol the 
operating tystem. These f4es came from the Sun system ihai Mrv«d as 
AmJ^fechnicaln^ponHQ lor mosl disss. These »m do not carry a 
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say they doniwcrt. 

Compleia and nearly up-Bslate C sout» kjlmaoe^. an eaiy >erscn 
of9ielcor\E(ftor. IristsaSaseilaky.bUcompfesandrLrs. 

An Intuition demo, in hJ C source, inefudng Bles: demornenujC. 
demomonuS.c, demofeqc, Q«iaKii.c. idemo.c. idem o. guide, 
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gtxmemc 

heOoj: 
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serlestc 

sensampc 

pnnimrjC 

prttoeJ^ 
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oonjoieOtrt copy oftfieRKMconscie 10 chapter 

^sMoni.t^ct wa;rJngo((bklonitoadingbug 
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pnnier pre-release copy of tie Chafttr on prirOsr drivers, bom RKM 1 .1 

vttldtxt df of Jd fie Changes bm version t.O to 1,1 vSSvldff'^ 



add e«emal memory to the spiem 
oaflge tfflQBuie 
cortsoltt )0 tiampie 
01BM and deleie ports 
Oiaceaandard IQ f«^ 
oi^taiskecampfes 
examptt of track read and wrae 
soiBoe to tie 'dcxty wndow' demo 
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noodflexampee 
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tools bvSprttM and aOBs 

wrdow exvnpla bom FVOyi 

adcSng an aipui fmler to tie vpjt stewi 

BKlng|«|Oyi^^ 

vect keytevd rutriQ 

layers eiamfte 

test mouse port 

example of making your own Brary wttti Laojce 
te^ paratlel port commands 
tests setial port commands 
eiampleofsarialportutt 
sample priniar imerl^ code 
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of inctode bie change bom varson 28 to 1.0 
AniQa tntormbon Networtc 
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Mote ihad some of these net ar* old. and refer to older versions of the 
operatfigtyston. These Res are from Amiga Ur*. For a time. Commo- 
dore bpportsd Amiga Unk, aka MN. tor online devetoper techncat 
tuppoTL K was eniy up vidruTing tor several weeks. Ttieseties dona 
carry a wananfy. and 8i« tor educational puposes orty. 01 course, ihafs 
nodosayiheydonlwoilt. 

A demo of hm^lon nwnua calM Imenudemo', bi C sotfc* 
wherMC find a aa sevding al subdrecaories 
bobieste BOB programming example 

sweepx sound syrthesis example 

Asaembliifitis: 

mydev.asm samptedefwce driver 
inyibaim sample iibranr example 
mytoj 
mytievj 
asmsuppj 

maoos.1 assembler ndudefJes 

Tens: 
am ig^ncks tips on CU commands 



eitemat dtsX specification 
ga-epons?ec 
para.le^ port spec 

serial port spec 

list d new «ai/es m version 1 .1 

■(Mr of tjxf'jde fJe cnanges fitsm versign 1 .0 to 1 .1 
FilM lor buSdng your on pnnter dnvers. incfudng dO$pectal.e. 
epsondatac, irui.asm, pnnisr c, prrie^irk. printertag^asm, renderc, 
andw^usm. TtisdiskdoescontajnanumberoffiiesKSOftingthelFF 
tpeeiGc£ion, These are not ihe latest and greatesi ties, biri remain here 
■orNtioricarupoaei Thovinckdelaxililes and Csowoe examples. 
Tilt iMKt fF ipee is elt«Mh«« fai tatlfervy. 
AMCUSMUti IFFPtobMM 
TNsdttindkdMt«DPSidepnwn,irfich can view a given senes 
of FFGiai«$.and twUhoepe'program, irfich can vieweach eeattu 
ddiolinioQn. ThepicueiindueasorMntnmAnic^.aDatps 
dancer, tie guys al B^antk Mi, a goria, hcnei Kng Tut « 
iigfitiouse. a saeen Irom Marb^ Madnesi,ths Bugs Buny Martan. a 
sidi Irom an o(d movie, ihe Dire St>aits movinccompany,a screen Irom 
Pinball Ccntnjctson Sot a TV newcaiter, the PaintCan, s wortd map, a 
Porsche, a shuttle mission paKh. I tyranrosama rei; a pEanei view, a 
VlSAcard.andaiwviceed 

AMICUS Milt T D^jtvlewHAU demo pkture disk 
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AMfCUSaskS 
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Crvjncn removes oonujwtt and wfvie space Irom C ftei, S-E 
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SelWndQw mii(«s windows tor a CUprogEam 

toruitftosrWorltev^S^ 
SmalCtodc asmaldgitafdockaiawindQwmentrbar 
Scrimper the screen printer in ihe fO(j* AC S-E 

Amiga aasle Programs; 

(Note: Many of these programs are present on AA^lCUS Disk 1 . 
Several o( these were converted to Amiga Basic, & indjded hem.) 
Addrestdook a simple address boc^dai^iase 
Bal dmnabil 
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Que ■" ^^^-^^^ 
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DeloeOraw ihedrawirigpiogrambff93rd AC,S-0 
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Altlcon sets a second icon image, ctsplayeawh^ tie icon is ckked 

AmigaSpei a i^bisimpiespel checker, E-D 

arc Ihe ARC He compression prog miu^br telecom, E-D 

Bertrand graphicsdemo 

^sksalvage prob^ to fescue trashed cisks, E-D 

KwiiCqiy a (^J^M nasty disk ^pypropm; ignores enors< E-D 



tieeame.hfefiondnen 
art viwing pFogryn 



SmtJW 



IstsfvitsinanotiwtHe^D 
saves any screen as FF pic.ED 77 ScreaiOijmp 
en dt/np prog. E only 
version 20. term program, XmodemE-O 

Dps on bjng ^mainc in Latti^ 
GDskOrive make y&jr own 5 1 M drive 
GuruMed expiird &ie Guu nunbers 

Lat3.0Gbugs bug i si ctLaciceC version 3,03 
MFomaflev user's view of DeMicroForgeHD 
Pnnt^oefef EXECUTE^toed print spool prag, 

TTese »e Bv necessary lir^ between Amiga Basic and the tystem 

mranei To take advaniage of tie Amiga's cipahMfes in Base, you 

r«ed these files. BUAPt are included br icisf. 'console-, ^disklonr, 

'eieC. Icon', Vtttitton'. layers', 'mathtUp'. matieoorjoybai'. inaihMees- 

ngbas', 'matftms'. *polgoV ixnaf and traratator*. 

AMICUS aik 9 

Amiga Basic Programs: 

fighcSim stfiipie Soft simJator program 

HuePaletn explains Hue. Saivai)on,%b«atsty 

Ptequester ei.ofrequ«8rs!romJ'— — " — 

ScroBOemo demonstaJei sc '" 

Synifiesifer noi^ program 

WorlcSMap ^ws a map of tie wodd 

Exicuti&teprogrvRs: 

tattst Boingi dorno.witi seleciabie speed,E 

ponvttuan IFF bn^hto C data 

nsftiOom. awwif ahrwi code. E 

oomgts IFF brush torn icon, E 

jraphesdemo. tncks tomouse, E 
assembler pragram lor stopping 68013 «Tor^, SE-0 

m«i>^ doci( and dale aspay, E 

the gamed ife.E 

biMtion-basedwaytowitieftrie* dale 

another Emacs, more oriented to 

word pfxessing, S-E-D 

a CU sie£. wor)^ witYXJt tv Woriibench. S-E-0 



Bofig! 
Bnj$h2C 

GrushZhnn 

Dtazzle 

OeoGEL 

Klock 

life 

TimeSflt 

EMEmacs 

MyCLI 

Tern: 

FncN(M 

HwJierai 

ii£80i0 

BOfid 

Bru^ 



mad Uxton keys Irom Amiga Basic 
exptarehowtowmtiegame riac*«f 
gude to itstakig a E8O1O in yo/ Ami^ 
lasst Being! demo.wifi sefeoabiespeed. E 
convers an IFF brusn to C data 



ifiStrucbofs. ini(ia&zatai{3ode, E 
SrusWZIeon conii«rts IFF !»us.i to an con. £ 
Da229e grapfacs detTic. iraots to mouse. E 

DedGEi assemoier program br9Dpaing680T0errors«S-£-O 
Klock menu-tar dock and due dtopiiy.E 

^e tiegameofife.E 

Tfl"*Ser irjutton -based way to wt me ime dat9« 

arother Emacs, more oriented lo 

word procejsir^. SE-0 
a CLI shell. wOfVs wilh>i/ the Workbench. S-E-D 



eiplatns how to read luTCtton keys 
bom Amiga Basic 

eifilainshowiowr.sieganw "hackar 
Qkide to ir^^ a £801 in yoa Ao^ 



EMEmacs 

IWyCU 
T«t»: 
FflCWKiy* 

IsCBmO 

PrtrwarTip „_, „.^ _ 

SiaiXoTp ibsonsacinQupya/siaitjp-tequertoefle 
Xinnrfkvsw ftstof Tr^Y^rrtser programs that work 
Printer Driven: 

Printer Ctrivers lor the Canon PJ-lOBOA, tfw C Itch Pro*nWf , an 
imprtjved Epson driver (hat elminaies sueakjng, the Epson LQ* 
800, the Gemifj Star-10. tie NEC BOEiA. theOiudaia ML-92. pe 
Panasonic KX-P 1013 (Miily. and Ihe Srrun^kvona D30Q, w^ a 
docunefl deicrfefig fie insatoon process. 
AI*Ciiqf) * f|»to bistrtmem sound dcnioi 
Tti^isancoooT'inden-o.criUaied&mvydMlffi. linCUes 
tiesouids of an acoustc gutsr. anafarm, a bar^ abcssgu^. 
a bot*, a caiSope, a ^' han, eaves, water *v. oledric guto, a 
lUe, a harp arpe9o. a iuckdri^, a manmba. a organ minor dvord, 
people talking; pigs, a ppe organ, a Ixodes pano, a saxophone, 
a sitax, a snaro drum, a sioef d^um, b^ls, a vibfOphon(r, a violin, a 
wailing guitar, a hofse whinny, and a whiste, 

MmRmn 

Coroorams 

irtu^on^sed.CUreo'acerrert managers^ 

sncws and adusis pnontf of C U 

processes. S-t 
ps snows into on CLJDfocesaes, S-E 

vidtej dspiays CompuServe RtJ pics, S-E 

Amiga Basic programs 

pdrfefBd pcwrrter and sprite edtor proaram 
optim^iie optlmitation ex ample bom Ac artide 

calendar large, animated calendar, dia/y and 

dale book prograir 
amortize ioanamcmations 

brusfacdOB converts «nal i? bn&*ies 10 ArmgaSasiC 

B0609JECTS 
ghds araw and play wa^«lorms 

hfben drawsH*enor« 

madi} mad lb story generator 

rtiaitalk talcing maJing Est progam 

nieadOi«rs3D 3D graptiics program, from AC" ancle 
mouses-ad^ mouse trackrgexarr^ in hires mode 

s(oc machine game 

the game 

padWiko-fcke^me 

makes stangesotftos 
Eiecu&bie prograrrvs 

CO mi-^copyoanimanlE 

C3S screen di^. S-E 

dift Lrii-Ske stream" e<Stor uses W output toil H« 

pm Chan recorder p^fonnancesrK&ator 

Assentler programs 

cJs screw dear and CLI ajoumenfi eta mple 

ModUa-? 

mowng-worm graphics demo 

convens Modiia-2 iieywcros to uppercase 

Breshehan circle aigorthm example 

12 templates tor 5* spreadsheet Ana»yw 
There are lour programs here thai lead Comrrtodore 64 pickre 
Hes. They can tianstaii Koala Pad. Ooodk,Phnt Shop and 
News Room gnphics to FFtonnaL Getting the files Irom yoif 
C-&4 to jmr Am^ i$ fie hanj pan. 



bfink -aink'eompsti9teirftef.butti3lv,E-D 

dean spirtt(ne(Ssktordbkdeenef».E-D 

epsonset sends Epson seaiings to PAR kern menu £-0 

inowtiig view ht-TM pics in uw-f! 



cpn 



slot 



weird 



faJs 
caseconven 

Fo(^ 
Analyie 



speek£ine 



{xivafMin 



9ick£A 

tttdi,3 
CprograiRis 



r-res Superbftmap, E-0 
telthe»me,E-D 
undeletes a Me. £-0 
converts Apple I tow, medum and 
fiiphrespiair«stoFF.E-D 
meru estorpnjajoes C code lormerus. B-G 
Oi^ (fsk^Kfsk niM oopor, E-D 
Dopte Sectroric Arts disks, removes 
protection, EO 
demo ol text edtor trom licfDsmrths.E-D 



AingaSaS 



(Ottting btodts gtapfucs demo. SE-D 

itartinewCUathepresiGfB 

bultorvEkaSidekidc S-E-D 

VSpritt example code from 

Caiimodor»,S-E-0 

Amiga Basic biAen board prog . S-CI 
Ass«Tibfef programs 
start] makes star fiekls ike Star Trek intn}.S-E-D 

Mount Mandelbrot aDwewofMendeJhrotset 
Star Destroyer hi -res Star Wars starship 
Robd robot ami grabbing a cyimder 

Textt 

vendors Amiga vendors, names, addresses 

cardco Em 1 e»ty Ca rdco memory boardi 

dnduda orDU*(eietenceio C fldk4e fivi 

dbet n tlHying tie flm« «•• 



mtoyotfowi 
K«ieidb$oq>e( 



oen Sidi^hona bom fit 



SA 



For PDS orders, please use form on page 96 
Visa and MasterCard is available on orders of $20.00 or more. 
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Where can you find all the 

Fred Fish Collection, as well as the 

Amicus Disks and The AC Disks, 

cross referenced and fully listed? 



AC GUIDE Amiga 




AC'S Guide lists the descriptions and 

contents of over 330 

Freely Distributable Sofr^^are 

disks as well as 



over 2400 Amiga products. 

On Sale Now 
at your local Amazing Dealer 



pwSeMr FrM»y(isnbuUMv«scnicifri«up()a)od 



Rou&MtanC»QlfiScheponer0(CaMTtt^ Support lar^d Old 
iotey IFF >awes Ifon Anga Basic W«\ docurefr^x. Ateo 
inSuSed is a progjam to do s^een pnm» in Anmja Basic, and S« 
new«sl BMAP nes, with a correciDd ConvenFD pf coram. WSti es- 
amf^o pictuf e$. and the Savo^UBM icf e«n catntijre progrw. 

Routines to toad anj piay fumSowid ind FF Ktfid fles bom 
Afl«Bas«. by JC^FoustJof^pW Visions. WiidflaBWta- 
tbn and C aurd a^ambiiersouriz lor wntjru yix/ CM^ iinr^ 

iri»rt»rflC la assembler If^lbfartei, WifienampteMUid 

Executibte pf ofirarnj 
m«hf Sti r ,. ■ ■ 



Twts 



Sd Amr Jan a6jr*vtBi>Qn graphc 



MIDI make ydur own ^^10 ! imUument nte^e. 

dbcumeniction & a htn^s sdvvnatc, 
AMICUS Dilh 14 

Several progriri^ irom Amaung Compultno iS*uw: 
Tool* 

DanKar/i Cttru^m index pcDgnm^SE-O 
Arnica Basic programs: 
BUAPRaider byTer.Jores 
FFBftiSMflOS by M-4;a S*'.nggf 

DWHS^Wtfidowed hds system tor CU commands, S-E-0 
PETnaiT irans^tra PET ASCII U% to ASCII Bes, SED 
C Souaned Giapliics prooram Iron) Sdentific 

Am«rican.S^e6,SE'0 
ot^ ^ adi fti or rem wes cgnage rea/ns (ffltn B«. S-E-O 
d pd B cod a djgypBDAtfi Flirt, fwoq 

m^ iiksY«iorNolraaitwunri«bvm«iftlccdft,S^ 



VWCrietrpespmdlhHL no mouse conrd. E- 



sl"*)*r Mdjei E-0 

OIng, Sproing, yaBoing, Ztsng are sprto-tused 

&0tng'sJy!a dereos, S-E-0 

C UOoch, (Ciod^ wClcck at« widow bordtf dockf, S- E-D 

Tdt* 

An anid« on tonM«iifl»n) phoi^ merdttt, «p» on miiBng 

M4^M of odd di^ in Dtkn Pa«t and r«Qom«iirdaiioni on 

Ison interfaces from Cornmodor»Ami9i' 

AJUBCUSDiiklS 

UteCprogrKTitinciudA: 

^ afiepnntnguAy.wbchanpnnii^inthe 

bKkgrortJ. ffxj w* lifw nymbers and coftird 

cttaracter Sltering. 
Inf displays a chart oi the btocksal'iocated en a disk. 

'A^ quenions an 'ecxscute'fik. returns ai^ 

enoroodttoootttol ti»«(fQUtioft tn ttat boEti Qe 
Star anwtancadwirtionotAnit^OOS 

tJiudvi' random^ Jsiolw diim diittyt FF pictur« 

$Jd«Ay.do( by dot in i random tuhoa 

?opCLI2 invDiusnewCll window at the press oi a key. 

TDi eiecutiM pro^vns include: 

Tortn' He Torm^aJifig proonm FvouqIi !he 

print* drwer tossed pfiJiisjyie* 

'DttkCaT catalogs disks, maintans, Eons;nerge& 

TSounrf SunRztlridtiSbies'ampted sound eeftof& recorder 

iGOnDlkai' iBakii iooffilorjtiost proQranti 

Tteals' A tw t g reat tadafseMcaptt and motfiniin scales. 

XBretkouT lOdasies.crBaie&rMitioutinintwdmension 

AmigaMonitor' displays Itsts of open flet. 

memoryuM. task*, devices and ports ki use. 

CotmorOMls' versiion of 'aneroids' far Vie Ami^. 

SizJers' high iwolutaigrafi^io demo MTiSfiK in MoUal 



Ttxts: 

wisJtrf «xfj»nsescapfttaqu««steCOH:(MniHpondlto. 

fKey- indudesiarnplue lor mafong paper to 

at in the tray at tie top of (he Amijp teytoard . 
Spawn" pfogrammef's document Irom Com nodore 

Amiga, die$crfes ttays to use the Amiga's muti/taskirtg capabiE^iet m 
irouromt programs, 
Amigi^^tcpFograTm: 

iQfids' dn#sotfdwa:vetormt, and hear itiempiayed. 

\jm a version of the TroriBght-qrievsddO same, 

-MtfjaStf agameofiditafe. 



program la gtaigtttetfngtvwages 

Vr to grab all fit bags of mor«y tiai you fm* 

ftijdes two bea;<au FF pic^u. of t« enen 



AUC^ 15 also ftiides two be«^ FF piduru, of t« enemy 
s Iron tie ioe planet in Siar Wars, and a >c£j7 of a tf^etan. 



, ...e mirroffld balls. wi!h sound eftecis. Tw&ntytou- frames of HAM 
animatoi are npped ^ii^^cii^i to produca thfs mage. Yoy oonyoi the 
speed of Ihe p^J^ "i^^ aytTofs docun&masjcn hm that this 
prraram mi^ lomeoay be avijla^ as a prod^l 

MTodw d the covers c< Amega World and Arnanfig Compoting. 

tojmt^ esam^eol miking an iflpmhander. 

Tm22^ IwwyBaedlngprogrzm 

•ShtwrPrinf dspiays FF picUB, and prints (L 

taW pnoTiniinjeiesandretnevesCstuctmsand 

variables decia/«d in Ihs Amiga indude file syttem, 

ExecuUbl a Programs: 

Fi iHuTKi' repairs an tn ecutaWe pfografn tie tor ejpandod 
fpcfflofy 

ins2sriuei^ converts Mloic Sute He? to FF sandard 

'SUUS'brmai l have heard this program ngrii 
have a tow bugs, especaly in regards to v«7 
long songi, but H Mdts n most cases. 

lisste' Ant^verskMOftMlisaitoCaRtcnand' videogame, 

T)«s dsii jtfto contains sewil fiss of scenarios br Amiga FigK 
SimLtaiorll. By putting one of fiese severe fies on a bianl;<^s)<; and 
inser^ng ii irvtw oriveaner pailormlng a special command in this garner. 
a numtwof ifrt^esting bcaitons are preset mio the FTi^t Smuiator 
program. For aian^. one icenano plaoes ysur pUne on AJcairat* 
wtwanotwr puts you in Central Parli 

Tatcomm^mabcns cisk whuoh contains si terminal programs 
'Comm'Vt.33 tennprog.witiXmodaai,WXmodem. 
•ATerm'Wl temipiog.inclJdil Super Karmii 
Yr-t0O"V2i OaveWedartVT-lOOeniillOfwfi 

Xmodem J^WRiiS. vid scriplng 
•Amiga Kennf ViO(06S) port o« ihe Unii C-Kefm« 
'VTet' V2^.' Teklroni graphics te^inaJ emuiator 

based on the VT- 100 prog. V2.3 a;^ oorrtains 

latest 'arc' Va corrpresson 
*AmigaHosr V0.9 kx Con pu^erve. Ixfudes RL£ 

grapfKf at>lt«t & CtS-B file Pansier proioool. 
Tcdi^ expsTttionmerr^ necessity 
TiKObT mmmesgantagflchMKaerstrcrn 

modem faoirved Giss 
Tiif I3)irs texmet bom other A^tems 

to be rBad by Vw Amiga E.C. 
'aJdmem* «ieo;te8aever*cn!orLse«P?iman 

eiqan^ amde m AC >'2..i 
'arc' He docunerdaton and a basic tutorial 

on un 'arcing ^bs 
"aroe" Sor makeing arc' lies EC ■ 

logo Ami^ version of the popular compmer 

language, wth etampiemiigrani, E-D 
TvTeJd Demo vaison of the nrTeict ehaiader generator 



FiJWMow Resizes any CU window using oriyCU commands. E<0 
Lae3d 14) ve«ion of Cttwa/s LIFE program. E-O 

Detisk COufttylofe^assignaneiir 

Wvlibendidii^S't'D 
CafendarWKS Lotus-compaifcte worfisheei that makes cSerdars 
SetKey Demo of keyboartJ key re-progrimmef . witfi IFF picture 

to make hrcSon key tabds. E 
VPG V<too pattem jfenerator tor aigriffl monitors, ED 

HP-1X HewteiPackart -lite calculator. £0 

SeS^rels CiangettiePrefefexessetWTgsonthefly.inC.S-E- 


SarPrtte Program stu(Jessseaa:ev5AjSon.CMLroe[nduded tor 

Amgaa/^ VS-00S.3-E-D 
mi C wsitfi of Cdin F?ench^ AToaSasc ROT program 

from A,ma2rig CompLing, ROT e*ts 

arel d(SpUys pdjoDns to create three dmensonai 

ofc^eds. Up to 24 iram«s of arrTia'ion can be 

ataied and displayed, E-D 
Seal U^elng, windows on screen Qjn a way from the mouse, 

£0 
DK Decays' the DU window into dust, mModJa 2. S£'D 

DropS^adcx^ Adds Eayered shadows to WO(W)enaK»rtndows. ED 

AMJCUSPiaia , ^. ■ A ^ TK-«c 

TSsdakrafres seiwa] programs Ifom Amazing Compuing. The FF 

piOim on tts dist indbde tto Afulga Wrake pan T' 

ihn togc a sktoei-cdtorhrfes image d Andy BJiSfx. 

art rrrt Amiga lirt' >caja^ fro:! *« A,masng Stories 

eptodeihaiiwWBdmoAm^a 
Solve Unear equetton sofvcf m asseritiy tarBuagc, S-ED 

Gadgets Bryan Cattoy * AmigaBasic tuloria'. S 

Household Bryan Cafle/s AmigaBasic 

hoiMttoU inventory program. S-D 
Wavefomi Jat Shields' Wavetorm Workshop: Am^aBasJC. S^ 
DiskLt JcTm Kermn't i^caBasiC dsk 

Itrarian prograrn, ShI 
Subscrits Ivan Smiidi's AmigaBasic subscript example, S-0 
Sm.Boo(9ari C tifograms a;id eiecutabies tor 

H,iTtet Mayoedt Tory's IrttiSon wonais. S-E-D 
Sonny C BoO Hicmefsmas example far 

mik;iru smaJ C programs. S-E-D 
COMALh Make C took like COMAL h9adwfiN).SD 

EmacsKey Makes Emacs lunctton hey 

deftniborYs by Greg Douglas. 5-0 
A.MOTt.1 Snoop en sysJwvresotfce use. E-O 
BTE Bar(riTi*tCtWK»i*»,E-0 

Si« CU program tfww l»HMOl a Qivw set of Ejei£-D 

WkiStie CLIwirKtaeiliVtWtetsetfient wtidow.S-E-O 



r. Decoder Siera Utfid AaigaSasicioab, SrO 

BOBandspriee(tlpr«flBn»tC.S^^ 

SvrieMastsrfl Saiee(florandvimatrbyBradKerer,£-0 
B^b BfbsrchifpeicplOQ&inCpregram 

byTomasRoWdtf,S-E-0 
FPic Image pforassing program by Bob Bi^ toads 

and saves IFF im^es, ct^xf^ tm with 

tevaral lednquas. E-D 
&a.nfcn Conpieie IwmebanWflg prog, balance yoi/checWocWE-O 

rS^fcUei each rnouw dick soirtJ »e agurishol, S€<5 
Sand Simpie gvne of and toiiolowtia mouse poeier. E-D 
Ptt(]Gslget HametUM>ediTolir$P(q»tieinaleadget 

exampla,&E 
B% Checkstoseeilyouhaveeitra-haJi-torigN 

SfaphicSfS-E'D 
empfo piano sound program 
CeiScripts Ma*i«s eel animason scnptt (or Aegis Animator, in 
AngaBasic 

This dsx has eCectrcnic cstatogi tor AMICUS disks 110 20 and Fisn 

diM 1 to ,ao. TDeywe viewed wtm t» DiskCai 

pTttrant, ro Uo W iWi* 
AMICUS Pi'lk 22 

Cycies ygrtC5de?wie.E4) 

Show.Pnrmi Views and pnns FF pictures. indufJng la/ger than 

screen 
Pn DrvCen2.3 Lalesiversionolaprinierdriver generator 
Animations VidMScape animations o( planes and boing baU 
Garden MateltcactHgardvscapes 

aas^cSorts Examptfts of binary sean^ arid imerton 

loninAmijaanw 

An /uTiC IJS dsToontpfeiely dedtoaiad to muA on f AmJgi. This 

disk ccrtm t»o music dhyers. longs^ instru- 

mom. and pbyeti to braig the rvi cf playing -Big 

SoLTid* en }(u Amiga 
hsrumerts acciiectionorESinssunertslorpiaifVig 

and creating miisic. The collect ranges 

from Cannon to Marimba 
UstlNSTR program to fsttttiRttumenliDMCSiMl not toad 

as wed aslttthtcdginfKaflr iMfeunent. 
Music acoBectionolUCIaxicalpieai 

t6i20veitn Thel6minuliela$«catteaanoompleiewie^Car>- 

non' 



Three Amiga Miaic PSayers; 
SMUSfUy 



Uu9cSiudo2SUUS 
pcvSKafcH ^ . . _,„ 

Sectorama A disls sector editor for any AmcaDOS liJe-sinictured 

device, recover files from a irasned hard disk. By 

Davd Joiner cf Microti usions 
Iccme Redxes she sere of IFF images, gompiniort 

progran, Re<xior, rerrass the piMe OOtorscf Cine 

XfC^t to L^ re paene cotom cf anoi«r. Using 

these proems and a tod to convert FF brushes to 

WorUbencfi k^^. make icons look Ikt minitttM Of 

tfie ptctues. 
CodeDemo Modular pra7an corr/erts assanHarobieQ Has to 

if*ne CODE stareirefts. Oornes w«h a soeen 

scroftng eiampie 
Ami BuQ' WorUiench hack maRes (he same fly walk across the 

screen at random intenrais. Othenwse, compielefy 

harmtess, 
B^n'ods ThreaaxampleeolassamHylamAaeoodeiram 

BfwaNesM; 

1 . SecLaceirog to swUcii ir«rtKe onMl 

t Wl^, re|3»9e Ami^aDOS CU Wry 

3 . lotatt^prog to ioad a ffia into memory u4 i 



IcadtuseU) 

l«!xda£e ClI program resets Prelerencxs to soveraJcotors of 

moTtochrome 1 irtt^lacs soeens. C source is 
induded, wortts with DtsplajfPreL i CLI program 
wt^ i^p^fteotrifit Prefa(«ni^ setiNm 

BongMactvie A!iy-iranoafiimai)onoftpe(pffttllh)OtionBQing- 
tnalong michine, indbdes the laiNf version of the 
Mot^ progrvi. which tos tie abtiy to play sou^ 
atongviiti B« anmaloa S)r Ken Oner 

Daisy Eiample of using Ifwiraralator and narrator de/ces 

to iTwe the Amiga ^Sl ttiswrftairiC. 

QiickFti Script^dmen animation and sideshow program (t(« 

1hroug*i IFF anises. 



System monitor AmigaBasic program : 
perfenn simple manipuiailors of memory. 
Random bacKgiound pro^m. a smal 
window opens wi^ a mo(^ r^0i^Ueing 
BUNvinUesayng wity phr^es user 



KeyBird 
SCoii^B 



Sfushkiton 
Egraph 



Keepu 



Kl^tasdr 



OGCS DekneSrooeryConsnicbonSel.srnpie 

Intuition-based prog tor assembling and 
printing a gfocory I is! 

The Virus Check Ctrectory hdds several progrjims retitira 
to ano scftYvare vinjs that came ts T^^% 
from pimes in £uope is da^aied tfi 
Amwing Compuiing nM. Bi Koenafs 
U «ptoafion of ihi vims code is indud- 
eil One progfifn cha^ lor tfie software 
vvus wi a mtlter«hi3k;lhe second 
program ^«dts tor tw virus in mentory. 
wti^ ccUd intact edw daks. 

/M jcusoiskas 

Netnes IS C>raf^*iics demo paris through space 

towards the mythicai daik twin o( the sun 
with wondefful mute and space grapJ^s, 
Tfte KtckPlay ttrectory h6ds [e*t t^\ oescnbes severU 
patoiestoeieltootindisJt. For Amiga 
1 000 hackers wM feel eomfortaye 
pat^nc a disk HI neiadecinal. KickPiay 
oOars tie chance to aMtomatcaVy do an 
ADDHEU tor old txptf^ion meniory . as 
wd » tn abfely to tfiange the pidue d 
fWtosertWoiliench'hand. AproTam 
ia also inckried tor Jeswifig Sie correct 
chedmm of IN Kckstart disk. 
BASIC prog edtis keymaps, adjust ths 
Workbench keymape or create youf own. 
Monies tie V^>)£ertoh so fvee bi^slanes 
are uMd. icons can have eigf^ cdbri, 
iRStetd of tou, ittKotor icons are 
indudad Pubic domain program "u^oon" 
or 1)njSh2toon* comerts eigFi-cobr IFF 
tavtftts to toons; to ys8 Ddbce Pain to 
mate icons tar Bis new Wcrtewtfi. 
Converts biahes to kst^ {^'hr. docs). 
GraphfM prog reads I);,yl va>.;es l^em a Sie 
and dis^vays riem on the screen, simitar to 
the sam^flamed Ufti< program, 
Messagemanaging program lor telecom- 
mirications. lets you save ruessages from 
VI onfine ttfttchpt to aroirier Be. 
imefsands fie messege torma! Of m 
national networks and seveiai types of 
bJtein board »itware. Moves ihrough the 
transcrfpiwd save messages 
Spaed up Sredonr access, t creaies a 
snal ie in each dredory m a dsk wh»di 
contairtttieinlor-mabon about tha Hes. 
wil also remove al the 'lastdir* files from 
0a:ti directory, by Climate's aLihcrs 
T?« Lice W3 ptoflfam changes b^twfeen tnterlaca and non- 
Nietl^et^orktendw Freviouslv.yQU 
Mere toroed to reboot aAer chK^ng 
PnlerencestotAnariacedscreea Tm 
progwnJ^^Mween m normal an^ 
exiendad screen heights. 
A slweware UE*ty ksr PfoWr^te users, 
cftanoes margin lettngs and ton: types. 
A CUpfogram, prints out pfDba»<e cajses 
for Gunj mediasons; C source ix'tjtSDd. 
Latest frcm Software Oistillefy, removes 
fPes from drectc^^ C (trsk onves, much 
faster ff\an'de^; 

AmcaSasiC makes mowflaka des^gr^. 
MaitinggsidattiMie. 
Mairttain softbaH ^tisiics^tram reconK 
Sfoft UoddaZ program moves the 
Wortoencft screen a'oird after a penod d 
*jfr.e. pre^erj r:^x.tor bwri-n. 
AMICUS DiS=kg6 

Todor Fays SoundScape nodu'e code from hs Amaiing 
Computing artdos. The source lo Echo, 
Chord, It and VU is irtoluded, TM 
Lai3ioe and Man sotfos code is here, 
^ong widft Ihe executable modUes. 
Upd^ ol prog to convert IFF images to 
PoStScipt flH tor pnr«ng en laser pnnlers 
Hard dsk bacimp prog wtih ler^-Zh 
ecmoresson to reduce t« necessary 
ruTiberd($sks. 

Pfirts formation abcu tasks and 
processes in the system: assembfer 
source is induded. 

Lets a function key act like a rapid series of 
left mouse bunonevwiis. 
A handy craram tor oeccte wt^ use an 
Am iga 1 6a 5 1 .■i irx::! dnve as an 
AmigaDOS Soppy. A yferiiiiench program 
ifut sends a OiskChange scrj! to Pie 
operating system: mstead of typing 
*idislt£tia?)ge dQ; ovft- and over agsMi, just 
dtok on the icon. C louroe rrtuded. 
Sysaemconfig Fie makes screen (Docbmns wide oiiaci 
tfi fto Scrttite! wonj processor. 
2 programs lo move the Scrftble! spelirtg 
dictionary :o and irom the RAM dsk. 



PW.UiBty 
Guru 



DitkWipo 



Srtow 



Dodge 



€kz2 

SOBadojp 



TCB 



FunBui 



Dick2nam 



Leiicaf 



H«iDi.^p 

Tartan 

DirWasief 

BMP 



AnaJyzes a tei! U^ and gives the Gurrtng- 
Fog. Resch. and Kinctd indkM whch 
measure readabity. 
Mbdiia-2 (ro^im to dOfUy memory 

'ocaiicrsTihenaiefR' 



r,ippe.ir^ m x-vi ^t^s, as jcwf A.-n^ is 
booting, forejcamplQ. 
ShowPl CLI p fogjfaiti changes y oij pomter lo a 

AMCUS 25 aiiw Est colectibn of mouse pdreers. a 
Wtorkbend'. pnigram to display ^etn 




92 Amazing Computing V53 © 1990 



For PDS orders, please use form on page 96 
Visa and MasterCard is available on orders of S20,00 or more. 



The Fred Fish Public Domain Software Li 


3rary 


The Fred Fish disks are collected by Mr. Fred Fish, a good and active friend of die Amiga. 




LaserB»ig Ths ray-traced arwtation witi sotnd a 








Mite s entry to tfie 1969 BAOGE Kter Demo 


MceisU twtit. and saing scanring ti^jl afews 


plane. Te« and axes may b« added, and the r«^ 


loitwi appfeiiora. TNs is an (tnhvK^ ind tte* 


Cocuest. This *Ami5a Being" ban is just baded with 


operations on wrings to be formUat^ at a hgh 


saved to disk sprinted. LisesaUklutiw 


bugged version ol a pu&ic dornsin Uyary. tf« de- 


en^ Br1a.70riy.Sy: WtflvanderSorTtrnen 


oonceptuarievd. toon leseribtesSWOBOLi into 


imerfaoe «tfi miitlpb windcm (one per 9^j. 


¥«toprwil 0* **K}i »ra* sponsored t^ Sie US 


ffStiPtShCfSK^TS 




fequesters. etc Version i.O, indbdes soutoa. 


Govomffl This Ibraysroprad for pan erf 


AmigaPirtA program designed to prftia t» performance d 


design phdosoffiy itiat al5c*s ease of prog'arnmirg 


At'iixOavHJGay 


tfw MaH^ package, a^ TXMJtid en thg d^ h- 


horsrainiracs. The prwmsa it ttut e« lactors 


and thon. conose proorams. Ths is wersjon 7.5 of 


FfwfFiihtlttkgfll 


dudw source inFOHTRAKAi;*^: Hal&and. 


aJlectino a hors«'* peffdrnwie*, and lAjmatefy te 


the pubc domain irrplfirreraation of ton torn the 


Diff GNUdrffarKJdi!I3utilrties,verson1.lO.Ths 


Craifl Wuest, Jamw Lochsf 


nM(itc*ihofaca.canbeg^venavaiue. Bnary 




wrs»on provides all t>s features of BSt^s difl plus 


Mackio A ver wWe cimacro-tey inWatof t»»d on 


Crty.AuSw: Pierre A du Parte 


IromdskSt. &nary orty. AiJttKy: Ralph GnswAl, 


options to c^lf non- ASCII Hies, to ignore changes 


POPCUwi^atri»quem«hod d 


Baloon This arima>on witfi souid eflecis Is Oaves erary to 


CirtenJefieiy.et.ai. 


that just visert or delete btanX knes, to specify the 


•tcrBen-btanking", 1 woni say moriB. jusJ ry 1' 


)}« 1969 BADGE Idler DerrtoCtftetL Shvy 


LabetPhm A program thai alows you to easily prim labefs for 


amoum of cor^xt tor oonted cktts, plus more. This 


Th J is versson V3. an upteJB to version 1 J! tnoffl 


orty.Ajihoc DaveSch/atw 


your disks. Ttw is version 3.0. an update to 


verswn o( GWU dff is pa.1 of fte RCS package 


tf sk 1 89, Now indudes ajamatic genorabon od 


Spigc( This fay!ra:edanit^Son,MSingoii«Mn HAM 


version 2-5 kort desk 238, Shareware, birafy dify 


touider FF2S2. Indudes source. By: Mike 


differ em paaems and sw^e bug fim. hcbdet 


and sonj ejects, is Ehc's enty to the 1968 


(souce avatotte iron author). By; Anieat Krebs 


Hafirtet,Davkl Hayes, RchardSialman Itjw 


loufDB. Auihar, Tomas Flokicki 


BADGE Kilter Demo Cam*tt-ii WW fih pte», 


LP E LaTeX Pdue Edficr is a graphici editor for 


To*er. Am^a port by Raymond Brand i Riek 


M«Ub AFOHTRANpaciacefMATra 


Bharyorfy.Br &^ J. f^ebdw (Or Gv^O 


producing fktm%' tor te LaTeX system. vtKh 


Sc^effv. 




fnimuatm 


maybeimpoilMlbyLiTtX. You can «Hw tow*. 


OiffDir Cksm pares the coTTJentscf two drectories. 


Ubdnlorinlorin^wuMuitt. Iprovtdn 




dashed boxn. Ines. vectors, circles, boiaswiti 


genc,'a:ng a fes! of d%ences » tie ftanbanJ 




by ff«aumor. fia: ttmubm combal bstwean !iio 


centor«j)«itandplairv)eii Thsiirtfwnt.l. 


oupul Detects %s Of d^ecton«tp««nt«ont 


padogo whicJi may bo progOJTuncd a(Jw 


or moreflant, roboi4fce mtetem. This is version 


an update to vtrswn 1 ,0 on ^s^ £43. and mdudes 


heian:^ but not me oevjf . ihs aar^Mes thai a-t 


ihrcyQh 3 macro language Of tvewgh eiea/tion c( 


3.61. an update 10 version 3.01 on disk 205. 


some ne* drawkng tools, eri-anced user [n^ace 


dffKem (dai*e*. Sags, ccmrr^nts, eto), and 


scrspt fites. Supported funoions ndude sn, cos, 


Binary on^. Author Ra^n«ed 


teaijres, optimiied code, and some bug f ites. 


diterences m fie aie- Vsrsion 1 .1, an uedaie to 


tm, ai'dtfVMns^ uppfirtnangcis', kMW 




Binary oriy. AUttoT Joerg Getssi^ 


FFI 83- mdkjdes souce. Ai/Jtor: Mark Rinfrat 




using an Amiga Imuioonrieriace. Itcanbeused 


WBAssgn A smal Workfimh prograsi tfiat creates 


FarPnrt Debugghg (uncijor^ Scr programs *t»ch dent have 


Kienifty, hXieii niatcas, e^envakjet, 


;o Iseeo rack of t» finanoaJ ffansK*:r^ of a 


AmigaDOS assigranvts wthout having to open a 


any[inkstoS:eirenvvonfr«nL FarPnt Constsu of 




cheque, bank, busness, or smjlar account Shar«- 


CU, Assi^imwits may be made by speDfyng a 


two najof parts: a ha.ixxr process open » reoe?ve 


ifivwscn, and more. Amija spedfc feati/B* 


wane, bina/y only. Author: Pierre A du Pafla 


oompfeie path (as supplied by the CLI command). 


and distribute messages and recfuests, and a sot of 


in6LXto workbench startup, polar p^, corrtour 


mmQliUU 


or by specifying a path retabve to ihe current 


C lunctionsto be linked into any program wishing 


picts. ^ihanosd piol buffer oontrol, and 


HP1 1 Effliiates an HP 1 1 C catculator irxJ jdi.Tg tfw pro- 


directory. Ttis alows i program and its assigns to 


to conwirtcata with tw FarPrirt main process. 


■ 111 'rii M ' ■ ■!■! Jb ■!■ ^f.ntk^mi^^m 1r^> .Ja^ 


gram Itedo. Futures an OfiOFF boCon tfvai turns 


be Jiwed ftisly. In addton. WBAssign carj ^ea*9 


Ver*entJ.ixkjdfts«ftjree,Auftor: OfaJBarttef 


sovr^ ^ FOnTRAfi AutvT C]«ve Mdof , J<n 


the eataiator «fl an icon shai WIS ji: ard wait um 


assigns specified in the con fies of otner p^ogrsn s 


loedlnage An IFF IBM reader tfiat accepts 


LodMf 


you need il aigan This ts v«r^<on 1 ,1. St uprise to 




oi*rscanned pittJes. akJws you to scroG arouid 


F^filflPialiZH 


FF153. a-KJ inc^jdes a lew bug fiies and minor 


1 .20. birary oriy. Author: John Gertach Jr. 


n fte bfrnap if ine piore IS larger than the curent 


Oodor.A ThsarunaSonoTAffllguyonttttbatitaibaloourt 


dunges. aharycrtfy.By: David Gay 


WBRes A program tt^i allows WorkBench users to have 


dsplay, vtoflts on boti PAL and NTSC macrtr^ 


i» Uarm-| entry 10 tie 1989 BADGE KHItf 0«mo 


K»fia Tl^lctohadtwi make you IfHi^iaihweinin 


rasidem programs, as in t>e re«dent capabity of 


ftfipcrts color eydrig ushg wtvDjfi code, and 


Cortest TTm animafan sotfM (tor 


scuT>inQ»fouidintfiebiekofifWCompu»m- , 


WShel, tie AflP thefl, and tie WBU She!. 


supports pnlyigof image portions. Version t J, 


So*{Artm*»4D) « Mttbtefwn ffi« tumor. 


cUestouoe.Atj0ton UarkSc^rtfer^ 


Verson 1 2b. ihartwire, bnary orty. Airfw: John 


ineJudit nra. Auftor: Otal B»tici 


Aiitfior ItarwiUf*** 


Loof^ AgenerK'GndfaiBe'ulityHtKhishandytor 


Bdm 


URAPPFie ElMndedAfiPietuppon package tut 


Kbde T?iisWwaddemotsJen/sar«ytoltwige3 


hard drhM, mJilpl^ divii, and flktAlayeied ptfv. 


RldFiihartm 


«jds an tffttogonal sMof routirw^tich upport 


BADCE Kater DerrK) Confist where It w<^ 4m 


kxiudM soun^ AtittoT Maik Sdyttei 


ArngiTnkThree AOias wNch irei perody of the SUr Trek 


generaiiied 10 witi motfoe tracking «»4e using 


place. KIde uses line node Uitter cede wnicn ts 


SIkJeMasier Asiideshcw^ogramihalcansfwwanylFF 


series, wriih an Amiga flavor. Auttw: M*e 


the AftP library, tretudes sot«e. Autfw: Mark 


eSipable d rendennfl short vec»rs al a rate up » 


ILBM piatxe, rvAjirq HAM, em tiaff bright 


&Trtiwi* 


Rnfret 


15.000 Im^'secor^. Brajy only. Au*ior Jerry 


hires, interiace. and Ort»fscan, using several 


ASpise AversiQnoltheSPICE2G.$dfcuianaiyss 


MHMan A package which contains an Amiga dooixnent 


Ktfaus 


(Sfferert wipes. Also has an ARen port and is 


program wtKh has been modlSed to n^ fi tie 


readng syster:! simiiano thi lean* omntand on 


OmyAm^T^ demo is Flob s emry to »« 19^ OAOGE 


(airly smal, VefSJonO.l.bnaryorty.ByAricCaley 


Amiga anvirorvnent. The program arrays are 


UNIX systems, tioftertihianilivaeoffleiib^ry 


KJIer Demo CorTtesi,Mbara ft won 9lh place. It 


Snap A tod for dipping teii or grapfics "fom the screen. 


adjusted to re()uire or^ tenth the memory ol the 


m iho naming and ptacenwtof to«mem (^ on 


domor^lratet sound, miiliiaslang, HAM eotor. )he 


using the clipboard device. Snap Snds out 


DEC VAX vanw, Although tNs dow not usually 


your lystom. This is vwjion 1 .0 and inctodes 


blstter, and mofB, Bi/iary erty. kifnt: Rob Pec^ 


cha/BCter coofdEnates automatcaly, hartJet 


put much of a constraint on drcuit aralysjs, some 


source. Author: Mark Rinlret 


£Rd,5ll)LJMJE&3 


tfBereri (ona, keymaps, accented characters, and 


users who are used to tfie fuH maintrame 


rmn^umm 


CalenCaj' A pragra,':! that genaraies caJen<iar3 jn ayiy one of 


more. Versicni J. indudes wute. Author: 


ennronmert nay have to be more aware cf the 


Pnniha«*«r A cusiom PflT: dnver whch oSers easy 


to standa-id tormais far sry year aJ^ 1900. 


UkaKKxlssan 


iDMiory demands of ^eranalyss, r^jresa 


s^n^ sheet £;ppon as wtii as Imfdcd data 


Sini7 o(ty, Aa*wf; P-^rre A (ij Pam 


Xoper Very ccmprehensfvepfograffl to monitor and 




spooErig. Version t.l . ncbdes souce. AUhor: 


ChessTutor Chess ^Jtof i s a pfogram desgned to 


ccnsoi system aa-^ty. Morvior cou. memory 


supports nor reqii'es the 68020 processor or 


OUfBanhef 


tooduce novice ctiess players lo the basics of te 


usage, ports, interrupts, devices. Cbse windows. 


68881 coprocessor. This is Am haversian 5,1. an 


RCS The Revrs^n Comrof System ( RCS) manages 


gisr.B. Sha.'e*afe. written ei A^iifiaaASlC, 


screens. s.^« toaded fanti or tast Gwv cede 


update to FFi 77. &nary oniy. Authors: Many, see 


mirftipie rewsions of leit files. RCS automates tf« 


kjStix-, WiliimJofd*! 


number. Clean op mamofy. flush i«jsed iibranes. 


Oocunemation. A-^iga port by Dan Wami. 


storing, msiivat. ksggfig. idertf^caton. and 


Pno^iGadQet Etsmple code tor using proporftonal 


devices, fonts, etc. and a wTvie bunch more' 


Frag Two CU u5.^lles fjt show 4sk and fie 


B»erginQ of revisions, RCS IS use y tor ten mi IS 




Spawns Its own prot»si. A very handy 


Iragrnercatior. en Am^DOS floppies, indudes 


rtviied h«qoer«!y. tor eia-Tifjie programs. 


becaJJedfromyoufOwnappScatxan. Indudes 


background lasX to have loaded Tr»s is verswn 


iource By; OavxJ Gay 


documematon. graprvcs, papers, fonn letters, etc. 


source. Author: Jerry Trantow 


2,0. an update to FF22a. ar.d has a completely 


FrBdFliJi Disk 27ft 


Tht IS RCS ver^on 1 .2, and r<Ajdes source (ihe 


Had Boogie Thi s demo. whic.*i wrtsn Tih piace in iha 


rewinen interlace and an iconify feature. 


As^ A ksh'Ute shell for the Amifla. Some of its features 


source to the GNU diff program used with ths 


1969 BAt3G£ Kit&f E)emo Contest, uws almos! al 


Assemyy source induded. By Werner Gun«»r 


indude comnjand substitution, sh^ functions with 


distnbutbn of RCS can be found on dsk 281). 


feaJures of Sie Amiga enensivefy, uTdWing the 


Fn^mmm 


parameiers, aliases, tocal variables, local firetions, 


Author: Walter Tichy. Amiga p(yt by Raymond 


copper, yiser, spnte haidware. 63000' matttne 


VtlOOVeribn 2J9 of Ihe or^nal Amiga vilOO emiiator with 


tocal aiases, powerld corlrd stuctu^ and tests. 


Bm-to. 


language, and pfwr-ptve pnofitiied mJiiUjkJng, 


kerrrit and jcnwdem SJe tansler. Ths version adds 


emacs st^ tne ed ting and fistofy functions, 10 


FmdRshms>?ffl 


Indudes source. Amhor : Dave Qiick. Maj^ Ritey, 


an AHEXX poa new scnpt »nd AREXX 


redradion, ppes. large vanety of bift-in 


Sref A cross reference program lor AmqaBASiC aide. 


TtxiiaiRofeickJ 


eommartdi. Hme bug Um. tho *b4ty to use 


commindt, iMi* style witocar ds, Vnt stya 


G^witet 1 list of »ie BASIC code with bm 


SrowOtsk A useM progra-Ti that graprtcaty sfiows ihomap 


custn erternal protorol modJei [not XPRJ. and 


Sensme convem>ons^ filename oompteton. and 


•equmMir rtfnberee, plus a table showtng all 


of sectors used en fioppy dm« &j one Of mere 


support tof modem Update to vers«n 2 J on disk 


coex^wic«*ilhMTipabomoe«rsheiti Very 


nflMtVdIAits used in tie code, and the trie 


ties. Tfte na3>ng is cctof coded so you can 


133- hOjdes souce. Acffxr. Dive Weckr, Tony 


ttfltdocuiwM]. VerMnl.O,bf«ryonfy.Autfw: 




ideftffy wf3! seoors ars used by tie vanojs 


Surtall.FraikAneie4. and Owk Forsberg 


StmKow 


CREF program on FF* 66, when was inroen by 


drKlones and files. tKiud^ souroe in assembly 


FMFIstlDJskZ/9 


kbuseCtodt a dodi and tree memory tispiayutiity that 


Mifi Edmonds and Joei Swank. Version 1 51. 


language. Au$wn Befittard M«sner 


Bfit ThsmtrnationisRichanr sentry to the 1969 


generates a small tfisjiay tied to yotf mouse, using 


mdgdes soixoe. Author Dck Taylor 


SpinPointer White gsinomugh some muayarchiw 


BADGE K2ter Dwo CtfUesi. Ar. ^«eresSng 


hm hardware spnies as the dsplay area. Version 


CWDemo Demoversionofapops^utiitytooontrDimecotor 


1 foi/^ this l-tde gem hatgotoveriooked befcyt. 


lealtfB of Jw animation s flat it uses fve Copper 


1.2. tndudos source. Author Oaf Banhd 


register assignments of irtutiion custom screens. 


It IS i then sobToe modUe tal provides i l)uiy' 


to show th» tower rigrt comer of the «ieen *i Hi ■ 


MRflacfcUp Aha.'ddskbactjjputatyihaJdoesafilBby 


V3,2. an update lo FF23a. Binary only, h/hor. 


iriicator fepiacement bf ihe staneanj moae 


Res. whl« l«aW)g the rest of the screen in U>-R«s. 


fie copy to standard AmigaDOS fSoppy dsks. 


K^bersofl 


porter. Indudes souw, Autfior: Mart Rnfrol 


Binary only. AutfKr: RidvdAddion 




FiJResot A progra;n 10 get nd 0? *S wivses. vector modfyng 


taimi^im 


CIckDOS A'tJjwto^utftty-typepregramiyhichis 


This is version 3.3e, an update to FF270. to t^t a 


programs, and residents, by tordng a speolt 


Cotum rvSei A ten Bier pr o^m that tak&s as inj^t a 


reasonably small, uses a siix^o wndow on the 


serioLts bug in that version. Binary only. 3y: Mark 


mset. Binary only. Aufw: Jurgen Kletn 


Hfl with one word per line and produces a f^ with 


Woribench screen (rt+Ttch can also be ©oniFiedj. 


fiintret 


MirtleSlide The aim of t^s game is lo Uikl a sido on a 


tfiese urerds iaa 01/. in the same order h even 


ctoes not rely on other programs Icr po^ of as 


MRPrrt A detabbng {yhi utity t.at sends tfiU files to 


10 X 1 1 board of pieces Lhai move around, alowing 


ctfifliw, as many »s w2 ft acoss ?ie oaipui 


tuictions.andisverymemcryeBicienL Thsis 


either the pmter dert^ or the standard ouipyL 


9« naitte tomach t»gcal pece^ Vou ptay 


screen a page wrdi at seaa one $pac< between 


versicfl 1.10, btfwy oniy. Auffior Gary Scoa ¥a*s 


Besides eipar^ tabs, it wii also generate page 


^ihtt ia«. A&o indUJes a board edtor so you 


cdtxnris. lrdudessotfceinModU3-2:/weTOf: 


DateRequester A modie that pr«vides Inbbon based 


headers, kne ni^ters, s-nd new tr*>ni Versor^ 


can buWcuSen boaids. Biiwy or#y. Autftor: Peier 


Kern Pad Ddan 


(uppofl tor sdicijng a date value !rom the user, 1 


3.4, irxiudet sou ce. By: Ma;X RinNt 


Handel 


MRBachUp A had tfsn bacicjp ublty oiai don a r;ie 


supports bcth poir?l-and<*ck se^ason ri data 


Mmmm 


SensoPm VeuUytommemberandmimcthesouTdtoiOf 


by Be copy to ttx^d A,i^igaIX)S floppy d4ks. 


values and drea entry of ih© nowidui 


Berserker A virus deiDcbon program fttl can delect various 






oorapanemi. labo rdbdet a lUr^aSone ARen 


tonus of tfi* common boottiodiinct irk type 


g« k (tght. «na«ier lOtfKkdbr ii added 10 »i« 


coflipresMV Thaksier»Qna3d,an^M]aieto 


dt^kcn datt requsster program v^jch can be caAed 


viwses. Rity Han tftacMng iy a ygfc <ftus, rt 


wquwet. Great pradioa in east you ever md 


*«fSaa\Z,4Efld*l7D-einafyortfy Autfxr Mark 


from ARen macro Sm. hdudes souce. Autfier: 


tooks tor cendtionj 1h^ f^iicaiB a possifete virus 


youraairin a -Oose Sncotrters of (he Thd JQnd- 


Rnfiet 


Wi-k Ri^fret 


sntecs'on. ihjs it can detect new strains of sitrjlar 


eip<ner<e. Binary oriy. Al'^ct: Pear Handef 


TooMuch30 TWsanimaSonisJl.T5^sen-jvtothet9a9 


Ff^ Fish DiSV 777 


viruses. Version 3.0+. indudes source in 


WaschMan A IttJe screen had? nsprred by "EyeCon* on Sun 


BADGE Ki^ Oemo C^esJ, wheie it wm t Oift 


Aai WART M ( Ain iga Real Tme Utxiiy) displays and 


assembiy. Author: Ralf Thanner 


systems, Indjdes source. Author: Jonas Petersscn 


pi^«. itjsawaiming^oi^^seofyouwhospertd 


controls system acjiwty sich as tasks, windows. 


CM A cetestiaJ nechan.cs stmi^aior witti an intu'^ 


ErtdOsfiDiikZH 


loo much tme ri front 0* yotr comp«ief monitory 


Ibaries, devices, resources, pofts. restderus. 


interface You conttnjc: a layout 0! cefestal bodies 


AflPTods A g^wjo of small utility programs requinng ARP, 


Binary only. Author: :m Robmson 


inttiTupts, iPC vectors VrSiCn 9, t>na7 onfy. 


and speaty vaneus parameters tor Che co*es a.'vd 


that have been cjeaied to address some 


Frf^F]^ri Disk 771 


AuChor: Denmar Jansen and F. J. Mertens 


the simjaton. CM then arinases !ne bodies 




C PUStandofl Thi s cute 'corr putef wars* animasonis 


\cv\ ANgh.iave(^ogfarnming language wiCi eitensf ve 


according to the laws of gravitational att-acjc^ 


Mp«dtly to e* pl^t ne poten nal olf ered by nen- 


Bob's entry 10 Lie 1969 BADGE K^ler Demo 


ladilies lor process/>g STfigs and lists, tors has 


Seiups majf be saved lo disk to later reriatt 


mmid pipes in the AflP shcit. Version 1,0, 


Cortes:. Lots of vsual jokes in this one. Binary 


sB'^enl novel featijes, ind'jd.ng eipr essors that 


interest!?^ scenarDs. Version 1 .0, ricWes source. 


indudes souce. Auihor: Fab« Ressetti 


cr^y.Ajihor: BobJaneusek 


may produce sequerces ct resuts, goal-dreced 


Abettor: WJohnGi^veau 





For PDS orders, please use form on page 96 
Visa and MasterCard is available on orders of $20.00 or more. 
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FREELANCE PROGRAMS WANTED 

Virtual Reality Labs, publisher of Distant Suns is looking 
for imaginative new simulation, entertainment, and 
educational programs. We are offering top dollar and 
red carpet treatment to programmers and programming 
teams with good work ready to publish. Please call or 
write: 

VRLI 

PO Box 609 

Atwood, CA 90601 

(714)524^1190 

Circte 167 on Reader Service card. 



Bidk Two pfogran'.s lo «ssi users d M^ CXSlon's Bacta^ 
flesore program h reaJtng error-free VEHlFED 
basSup* onx Coppy aisJ'j. A'so u«y as a iTariwfek 
device eiampie. induces scwca- AixruxStepten 
Venr.aien 

One Vefs«:3U3ofUairs:eiTsdicir.[>nistsinipie 

m^IWYG fldftor designed lor proofwiinwi. II is no( 1 
wrSfWYG word pnxessor n the ticftonai sense. 
Features ifidude asWwy toy mapping, fssi scr&tfg, 
bits-lrfl suttttict muKpte winctQws, and a:>ht/ :o tconry 
windows. Update to FF1S9, indudes ^ot^ce. Author: 

FBeTest TTif routrieisi.ES8dtDrecusrire)]rdesceniit%!^ 

syssn tree iram a sp«?*eti A-ec'-ar)- baion,, reedrig 
CTe fies irw nerrory (if they w.i (rt) ai it ooe*. UseW as 
a cofflpte'^ test 0* fite system ffitognsy. \K%y6e% source, 
Aulhcr: Etspfien Vefmeutofii 

IconTooCi Here are soma tods for icct^ iricks, fJoie thai these loo's 
art miOy hac*LS because ihey oipkxi iom« areu ol fie 
Jnio fles irat the cunofX v«»3n d WgrkSendi does not 
d«ir erriM ifon hadog t» iooa Then »» iTiM 
ingniiQ IwstNtidhiiovWBttfisncAdiMv nndnii 
to^psr ii non<4t3r<!anj coldrt And atow ^^ 10 flwiv 
the position of IJ« He name teiti to anywrmt in the 
iccrr's graphic. Released io the puUc in the hope ^t 
1 .4 wi aOow nore Beslie user cxtftotniia^ oj the 
WtaricBvidi ifipMiinet. hcbdM i0M(«t. AiAor. 



RearOir AnonlitAKlorrpmgMtfiMiitMlittaftidtn 
ZDOing a»» in netted (fredoHet Alc«« «ne 10 Btsiy 
ZOO B» ooiTtptetB oontenti ol a d jit indudet SOU09. 
Aurhon S»phen Vermeuten 

FfedRshfMikaS 

AvatCVem Asmal*reemem<VYaxinterl7iatC0ntnuot^(Sspi;ays 
the a.'notrt 0* liree ehp arti (ast (T)e{Tia7 in bytes (as 
opposed D K), Version 1.03. Indudes so/te. hOxr. 
Ekvs&^reiber 

DyntShow A peognm tnd example intage u»ng « dynamic hfiRes 
lecMqu* to dH^up U 4096 wlors n tiigh res with 
owKW. Djiramic HRes uses a querent t£ coior 
piMM on eadi scan Erie. Version 1 .1 . t^nary only. 
AatiorHewTefc 

'Liner 'Liner is a freeiy (fstnUiUiie wSnr. J! car. be used :o 
oreatfi oulSnes o( a;ny iergth, in a rtumsef o( diiiiefem 
famais. artd cjji save the ouHires as sfai^ teij for 
enport !o other programs. Version 1 32 Wudes sotfce. 
Author Dave Schreib^ 

MSizar Af^ogranthtfalOMyoutoresireawtncJCAhxnany 
OOTTWiliin hddhg down ne iel mouse butm and t« 
left Amicpi kef. Incbdes source. Author: Khaled 
Mardani-Sey 

Plasma A plasma doud general progra-n^ thai uses the extra 
haUlifite mode. Plasma ckxjds are a spebaJ lom ot 
Iradat which show i«ry snooti color gradai^i^ Versos 
1 .1. includes sojce. Atihv: Roger Uajn 

JkJbik TransiiatorinCofaHubaiaCubeuivirpro^aR: 
orjgjnaly wrmesi *i Basic by Jo^ri lA/p^y. 'iJX^gdes 
vwsnns lo do an 'LnnffappaT 2D so^jicfi. and a more 
visual 30 soiuton. Vecsion D. indudes souoe. Author: 
RogerUzun 

COais Bg^dsnaeCUuiStietfiat use the odibJb^ shared 
libran^. bi^^jdes a p^o^ri t3 Eisptar dtek usageori fcur 
menu bar. a progr2.T> t9 d^edc the i«grty of IT Bes, a 
program to remove shared liyahes (rem meoiory if they 
are not ber^ used, and more. Binaiy onf^. Author 
Robert Afcrecht 

£W Pawh tor HjKn OpenWlndowl) and C^oseV/rfKtowO. 
creatine a MiC'ftyle Iramo whsnevw a wTidtw s 
opened or dosel Very shoa ^ncitjdes source ft 
a«embte, Auror:Ofv«r Wa^w 

FesriSsk AclsfcoplimiierprwingdKomysoioptimiDng. 

Orflin% wiiiKn by Thoriten Sto^marwi ThEs is verstqri 
II, now reanjnng ain IntUtion iniertace, ARP sijppoa bug 
hi/i^, and L^boe C ccinpa^jilTy. done by Ofver 
Wagrwr. ^jdes souroe h C. AiiSxr Thofssen 
Stoipmann and Olvar Wagr^er 

S2204oeSVX Converts sound samples from a Rdand S2^' 
10/MKS-100 to fiSVX IFF flt« samples. Version i.O, 
brwy only. Autror Oteter Bt\jns 



TM2&a TNsproQran takes a lei! fie, creating a r^^vubte 
command whch wuC Oi;^ the te«t. Alows vahoos 
operations » be dofw on t:w sen. Brary on.*y. Authof: 
OSver Wagner 

Llecfi Version 2 Sdol this n»sesha.'eware editor. Kaj team 

mode, a comma.'x) language, tnanu ojsiomization. hyper 
teil. and ol^ user confiQurabitir and custom iiabibty 
leatufes B^r^ry orty, (hanwan, update to FF254. 
Ai.tto: ftcK Sties 

OAs.'n A multipass, Syrnboicmaao assembler lor mdtiple 

target mft^twei, inM^^ 60705. 6803. and eeti . 
Support! oondftinil 9sstntif, aJUi ttstng mode 
^nrrtd^r Arbisvy nLnberof rwned segments, ps&do* 
CDS for repeat loops, data gener a ti o n, etc Version 2.12, 
includes sooroe. AjSw: Man Dillon 

FuiJVievr A lent vjower ^4t uses gadgets A Ihe bottom ol tht 
screen {tK4 can (fsfstay tot 80 coUitm vridt). opera 
ijf] to the lul htlQtt of ttt WoiUMnch Knent hw b^ 
scroSng, and cv) mA ttti oonpntteo ■SI (nt 
compnesson p^Dgrarri mdudetfj. Shareware, brwy oriy, 
SQtne amiable icm author. VI .1, update to FF24Z 
Author JonafianPot]£r 

JPDidJtl A dfcectfity-utite* type program with many bult-in 
commands, and t£ customisabtfi gadgslt. User 
conligurable in m any ways. Can be IconGed to 
Wofttiench saoca Thid vBTSiori t.i t. binary crty. 
Author JoratianPoeser 

UoaeCoords a vnai assembly uiirywtichiho*s you srie 
ofjwvi position ol the mowse porter. Cm be 'jumped* 
10 operaiB on any screen. Indudes soirte Lt assembly. 
Author JonaihanPoOer 

OSK A software keyboard, which allows you*: type ushgte 
mouse. Can be made to send keystniies ^ any window, 
and can be iconified. Indudds sorce. Author Jonattat 
Potier 

PoptV AsmaJuWywhich-popsoptn'toheipyoulookaiB* 
contents ol a partjoiar directory on demand, Vers«n 
T.6, in tpdate to wsion t .* on *sk 2M. Includes 
source. Author: Jonathan Potser 

Unshar This program eflradsfles from Uncith*rarcrtves-» 
scares (r*9f bmlar pro^vns by being smal 2nd tast, 
handing esctraoion of subdreoories, and necognsing a 
wide vyirty 0* sed" and 'caf shar tormas. Version 1 .1 , 
includes C source. Author: Eddy Canofl 

VinjsX Version'iOolapopiJarvixsdeteciKnVaxiratiQn 

progim. THs IS an update to FF2 IS. tnduJes * cheek 
fortht niw Xino wus. Auchor; Steve Tibbea. Dan 
JkntiJiraUeyer 

ZenjVSnB A Wyhiegrmed virus checker and luJer.wnhbootMock 
save and restore features. Ftfids both bootttock and file 
based vinjses. Uses Braln^les lo re>cogni£e viruses, and 
has 'online' BrainSie edidrtg ladJrtiei. Can be ioortfi«d 
to Worlbencfi screen. TNs 13 version 2.D1 , an update to 
FF242. Brary crty. AuBtor Jonshan Poaer 

ftKtFHftPME2M 

OisfcSpe*dA dsk speed testng progmt sfiec;fica% designed to 
give (f« no^ aca^te resiits e* the true (tsk 
ptrtormarice ol the dsk under lest. AutomaEicaKy 
tjpdaiM and inaintabtt an ASCII database of disk resiits 
fortnad diki, TM^ ii wsion 2.0, an update to FF25] , 
■ittt 1 )e« lie* InlA! and a cleaner user L-tsrlace. 
hdxJes tounse n C. Atihor U^oel Sm: 

PisiDafiSO Picts data onto a oistsoi user defnedsoeen 
and wmdMr, rea^^ the plot itti screen'window 
definAions, atong with tf« X and Y data pairs, from a <£sk 
fie, Si^pons Irear, log-log. and semi log a«ii plots. The 
data can bt pifltted wai) fines, symboH, or both. Irvdudes 
iwnerous ticimple pbts. Version ; 0, indjdes source m 
Fortaa Author: RoMn G. Singfeterry .'r . 

Strtpd A scnpt language met alOHS you to aj',oma:teac!iorQ 
yoj mxAJ nomialy have to do rrvanuaty. Sojpfi tan do 
anynng tiat you do mant^y, by e^ttier me mouse or 
teybqard. by usiig a set of com n arcs that instuct 
Scrpt 10 amUaie speofic pouse or keyboaxd ad<orts. 
Atso ftt m AReii port so tt can be dnven by A.Rei I 
atkMing ARtn coriird over programs that do no; hava 
ARta po«1». Includes both a recorder to general 
scnpts and a player to eiecvte them, Tha is version 
1.20, binajyofvV. 



AmiOo AGoboan3andplqWffifttiAmiga.Youcanpiay 

^a^rvs: another fWRVa ■D^Qt the Ami^ or ha ve the 
A.Tj^ play tt^. Version IL, )ncbdes source. Author 
Todd JohTiSon, Stooey Balard 

Airee A dsk uaiiiy wtiich mitate* Similar unties wdeiy 
available on IBM compatibles (FC Torfs. Xiree, 
OuckDos, e^). The intent is to a;liow the user a graphic 
reprosenSaMn ol the emiire dtrecsory smcture on a (&sk 
device, ^tdufing tv llee n Mcn tfrapcry, and tie 
cipabity of Ri«Mine qtidf^lnti^ t» let IS a 
diiectory to aeeaas b iet. Verwf 1 .7. binary only . 
AuncrDonSdhm'idl 

LHArc An archive program lifts Arc and Zoo. with a heavy 

emphasis mai^nun compression br mtr:imLim archive 
tin. using IZHUF compr«&stoa Tt^ is Afnige wson 
t.O (csmpaSbto will USD05 version VI 3). Binary Cfiy. 
Author: RaoioZMI 

Orbit PtofttvgnnftilKloriaietesonamapoftheearfft, 
uting the oiWal ilpne>m lot sorrte 130 sateti les, Irom a 
tel ilkh is updated tvtry two weeti on Com puserve. 
Vision 1 X binry only. Author TimotTty Mddendorl 

TreeWak A com mand f or visitng a.'l the files ol a subtree o* an 
Amiga Ele system, testing every Sk in the speofied 
sJjwe against a s»«*ed *SSer' eipfEssion, and il the 
fie passes tvDugh tw f^.er, to Lssje re spGQti«d 
commvij Mfi fiat Me IS on« of tf« arguments It >s 
desi^nd to be fsasonabiy tasi robusi, and not use a lot 
of sack space or any other critical resourtesJAdudes 
source. Author: Mka Meyer 

FfrinihKiHafl 

OPtoi A simple dsplay program toreFperimentai data, wth the 
goa^ of siqporbng pagfig through io& of data and 
prowing conrf ofiable scirg and preseaation. VS.0 . ar^ 
ifxJato to FFS7, and incorporaies several sagnrficani 
erhancsmenis. Binary only. At,thor: A. A. Waima 

IPC Anl»C(lrfief-?roc«ssComntjwaiqn)padtage,wfi 
the pc^ of crBa^ng a stiTdard for fCon Hi Afldja thai 
is Eeobfe ^wugh to ^r^tSie Lie wdest possible nnge of 
appi cations. The proiocd used addresses t^leren: 
probfem areas than AHtxn, ard emphasises difksrent 
aspect of the comm^ncation process, sudi as last 
comTii/ucatjon and presei/aBon of data struc^e. 
fricfejJes source. AuJior Pete Goodev« aid Peter da 

K3lReq A smal program wfidi disables I'Zffxm' s Aut^^eouest 
llnctioa t\ particUaf, tfvs preveru AnigaOCS from 
put&ig up system requesters, vt«hch is usoM il you are 
ppiraiing your Amiga remotely and cant use the mouse 
to dtt CANCEL Unitlte simitar irJities whttn afleci only 
I single CU,KiliAeqd<satiies All reques%ri Thus 
version 1 J) and nctdes C soltcc. Ausfior Eddy Canod 

Xbon XJconle&youuseconstocalijpssnplscortaintfigCU 
commands. V2i, an update 10 FF157. New leatures 
ndude automate selection of theoorrwt eaecuton 
directory, the option lo have keyboard in:eractioo, and 
ttie Lse ol IF, ELSE, flW DOS corrmands. Binary Ofly. 
Author Pete Goodeve 



GMC A con»Jehanae*wlh command kwetjtnowd 

Kfxton key suppon. GWC profv^des extended command 
line 6*ng, Jinction Key assignment in lou levels, 
expended comm and lirte hiStory, ooltne help for functions 
in the handler, and an iconify luncioa Version 41), 
binary only. Authai Goti Mular 

Keyboard Finaws»transi»RAWKEYlrtuBon messages nto 
usai* keycodes hdudes soure. Author. Fab6an 
Duioe 

S«il A sifmiatorkirregrsttr-lransfer nets, which are used 10 

desonbe hafdw»re systems. Ths vertion aiM provides a 
oom|rteriodrfiiinew(tiwceainai3 d l fc] i>>6 Sim's 
imeiral devices. ViZ an update to PF223. Bnary only. 
AuffiorGoizUier 

SKSh A kshrflcashei for the Amiga. Sore c( Its ^tures 
indudacomrrar^ tubsttution, sheS flections wiih 
pvwelers, afi4S«s, local variables, kscal lunaions, local 
iliaei, powerf-J confrd stuct^es end wft, emacs 
«ylelne ec&ting and h^ory FuxDcns, 10 itdtacban. 
p^m, ivge vViety of but-in oomrnands. Unx style 
wUcanls, Unix ttytt HmiMeoonifirttant, ientffl4 
oomptotcn^ and ooe»iterx>ewifi scripts from ofw 
tfiefi. Very wefl documented, Vi.2, an update to FF279, 
*hwil was caJied ash. Binary col/. AuJw; Sieve 
Koen 

RtdRshfMskga 

Devstal Asseriibiy code lumpiiol locating and Eotng 

rdormitcn about al moi^ied devices, hdudet sourt». 
Author Fabnoe Ljenn*'* 

FleiRequesi Assemblycodeeiampiie of a i^ie requestor, V2.0, 
an update to FFi 73, where it was caJSed FileSelect. New 
(eaDures indude 3 speed scrolling of fienames and 
ghosting d unavaiaWe devices, includes source. Autior 
FabnceLienhardt 

lUiPta ApKtagebrmakingZDpiocscQnvenienfy.rR! 
UtMtwy MOk) the orjginai prograni, which was 9)en 
enhanced ^ Atan Baxter wlh a nicer user ir^act, 
stppon lor tfie PLT: device, and support for St 
conversions, 1^ Cnampeauje and Jim Miler wtott the 
PLT: hancte- wnicn emiities a pioner by accepting HP- 
GL oonunandbi, cmiinoi I risier iniage^ tun dvRifikig it 
to any prfiiBWMi MO^Ortid vnsNc* printor. Thia is 
version xuf and IndUdit MtxcetolUPlot Update to 
Ff23 1 , where il was cated just IHot'. Th^ version ^ 20 
cniy. Au*>or: A3an Baiter, Tn MoorBy. ffich CampeaiK, 
Jmiaer 

FfttiRtflftrtam 

C!odiOU A Ui^iiJ^oxnbinM a dock, mouse acoeieraior, 

sonen btvAer, iMndow m in puator. function keys, and 
ma&osimo a single program, wntten in assemblV 
language lor maximum eilkioncy. ^udesanARexi 
port- Version *.0 7. binary orty. Autncr: David Jertons 



CrcU Its Complete CRC check fJes for di sks 0OV292 using ihe 
bf* program, Thne were fn^ds liredJy trom my 
mtsief 4s*4 i fia« sw^tc^ed to br*, Irom tr* ere 
ixogram used to make ^e fsts on disks 1 33, i<t£, and 
1 73, because it has more features and because 
source is avaJaWe. update to FF233. Author; Fred 
Fish 

FtidFiaJJlaJtm 

OHet A knkprococd that provides essemialyviuntmiied 
runber c' refiabit conrtectioni behieen pi^jcesses on 
hvo machrtes, where eadi end d tie M ctfi be 
erther en Amiga or a Uni (BS04 J) machine. Wor^ 
on the Amiga with any EXEC device tfiat looks Ste the 
SBftat.davice. Works on UNIX *t}h tty and socket 
devces. Achieves beeer tai 95% average "h'oughout 
on lie fansltrs. V2.t0.1 9. ai updata » FF22S, 
Indudes source br both t« Aitiga and Unuc 
versions. AuTiOr: Matt &ion 

FmsOtk AfiebtsedtraciiiiskiimUator.useUtorciva^a 
Doppy-ihe pailitcn on your hard dsli (so you can 
^^fOQpf to a floppy} without actually having to create 
a ^a) paftfeion bt t Also usehi kx testng new 
BKystems and such. Support up to 32 urits, with 
eiher tfie dd ftesysiem cr the new las; (Desysiem. 
Indudes sa/ce. Ai,txr Ma: Dillon 

FfwiFlih Disk 595 

GnuGrep The grep program fewi tie GNU prqiect Replaces 
grepigrep. egrep, and brngr^. Currenty does not 
flipand Amtga styte wadcards, so il you wisn to scan 
muliipio files jou wiil need to use It witi a shed that 
dsesihjsforyou. Ths is verwmi.s, an update lo 
versions on dskSW. mcbdes sotfoa, AoJw; 
Maty tseefiEAOMt tie) 

Lfiwa.'p A progam which wsl read tswksdireciy (mm your 
flcppy d-,sk, compress them wing adap^ huftnan 
encodng. and Oi^l them to a He. The restiling Se 
»n be used br Hwarp to Tccom^uct an image of t« 
cnginaidisk. Thais version VOfl and mdudessoi^M. 
Auffwr Jonathan Forbes 

MandeJMouTtains A program ihai feeders (tiree-^mensJonal 
i.mages ol fcicv-ups of tne Ma-'vdeibroi set. Indudes 
several eiam pie im ages. Version i . : , shareware, 
binary only, Aohor: Malhias Or&nann 

FftdRshOiSk2§6 

Comal Demo of AmigaCOIlAL (missing oniy SA V£ K ^ incn^ 
rrjertalp^sJdecomplerfronDer^majK. COWALisa 
language with the design goa: ol oombihrigthe 
modern strucsiraJ approach ol Pascal with the ease of 
useandBiieractwityofSASlC. There are versions ol 
COMAL !cr IBM. VAX, GP^W, C-6*, Amiga *nd various 
Et/opoa-i opening s/s:«ms. hdbdet a complete 
tutte graphics package- dperiectloredixiAonyet 
powerlLd encu^ loriKicaioAspiogrviimhg. 
Version ZO, binary criy, Autw: SvwxJ Daugaard 
Pedersen Freddy Dan Dalgas Kristiansen 

Patch Aportofthesje^useWUMiXuiHity which appfies 

context dtfs to '.eit jiles to automatcally update them. 
This IS a pori ol version ^0.1 .6 (patch level 1 2>, wfjcn 
Eric has dubbed Am^vers^rM.O. r.^sanuccaieic 
anearOervennnondsk 129 nUJdes soj'se. 
Author Larry Wal, Amiga port by Enc Greea 

Frrtnin&laxa? 

CSean A small program wnnen in asse^b'y code, to be used 
mcor^unojon wi*h a deaning dsX, to dean your Itoppy 
drive heads. Version i.O.mdudes source. Author 
DanBufns 

Devfit A coUecaonc^C and AHeijiangtjge programs to 
laoiitatfi ne soOare devetjprhem process. W«h 

OovtOt, you can lainch your complflr from iMthtf) your 
e*tor. h»we tie curse pot^SiOJXjd on your enors. ks* 
up the aundOC page lor any Amiga function at a sin^ 
keyslfOte; fnd i lys'jm sncl je witin fie rciude 
Ses. or F-nd any fusion in r* code you are '(riihg, 
VersonlZJn-Ujdes source. AlAw: Peter Cherria 

Eiementi Very nice interactive display ol fie t,^ Penocic Tabte 
of Eiementi. Can dsplay a large a.'narn of perjnerrt 
dau about a seiKied etemert aior^ «tn a g^oct dea' 
ol general and fflice!U.*iecx;s.f^ V'.3.i.;di*eK3 
FF2S3. t adds thonnntertace mode and etianc 
selection of two detnatts. Snafy oNy , iharnrare. 
AUhor P»Lt Thomas Wtef 

Hypno A Tjounctng pofygons' type program kke Mackie, 
UneArt. and Eeiier. hdudes source in C . Aithor : 
MarkrtSchmid 

Jed A nicely done, inutan-basededMor that is 9ite user- 
biendy. F«msiioid-«!ap.MoindKinewc£.aii 
btAf, tfft-iiindow, teytniid nacn^ hitp, phniing. 
and more. vi.t,i;0d«ieioFFieO. Shawwe. binary 
enfy, Author; Dan Buni* 

Si^perMonu An information (gsplay system you can use to 
c^ckfy and easily display tet! ly^ (and sections ol 
text Gles] wh the press oi a buMn. Venion t.62. 
Shareware, binary or4y.A44hor: PadThomaslHer 

Wrteiccn Sanpie code s^a: create an icon using tcompdedin 
image, 7« source ol wtKh (an be creaM tMtt loon2C 
on FF56. Version 1 .0, indydes «M« ^ C. Atahor' 
OanBurris 

FfwinAhPiahag 

3SChamp»on Ths is BootSlockChampionin, a very ncely 
done program that aRows you to load, save, and 
wiafyie any boolblock. V3JZt, in update to Ff 2«. 

>Jew tean/es rdWe chocks tor five dSlefem LAMER 
virus^ and some OCwenhancenertts, Binar/oriy. 
Author FtogerFischlin 

Xiock A "Dumb Clock" UliiTy fiat (Sspfays the da-'e arid tST>e 
m the Worttierch screen treba-. Uses onty about 2 
peroat ol the CP J &me iM a&cU iCKb ol merrxxy. 
Also has an alarm dodt leaii/e and auObte beep lor 
programs that call Ospfayfieep. Verson t .5, indudes 
source Author OalBirthet 

Ferjier A program which can Operate on windows owned by 
arxotna' program, ^0 dose twm, diange :?»* sze. 
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Yacc 



ete. VSjO, an upda»a FFZ45l tndudes sarce. Author: 
Roger Fschf in 
FleUasier A fia editor !ke rtewZap or FetflJp, nfich «lows jfOJ t) 

sizeoreieaeeapsKa Varaiaiil.ll.indbtesoute. 
AuSw: RogerRsdHin 

Kangnwt A»npittiangraningcn»pjlarloon«seaioniom» 
UMXnwiinei CtmntlyrunsoniyfrcnnCU. Indudfts 
sotfce in C, Autior; Oarjr Btaflt 

An Afim intictKs ibrafy ffm inaii£s i: ^^y fcf 
pnoffsnif 10 bnpleinent 3 compie(«, robust ARexx 
irtefface Kith 03i(Aiial«Hon. VeniP&i \ Si, lttkMi& 

sftjfce Autficr Don Meyer 

SceneGenDeTio Demo of a pdogmm ^l«l Scsna Genefatof, flfial 
g^^ra:es ^-er^ reaii^tooldngi^nistapet. Tlis 
program is an eriiarjcedl Iwowi commenMif viefsica of 
thfl Scenery progiaiti inducted en disk 1 55 TKs i) 
\'ersJor 2.03. bnaiy cn'y, Author', Srelt CaseSoR 
TTis ts a port Of Berkeley Yacc fof trie Amiga. This Yacc 
^i£S been rr.ada as cofnpatible as possible wth the AT&T 
Yacc, and is cofTipSeteJy public domain Nae rial it is 
NOT the so-calied Decus Yacc which is^ifas simply a 
fepackaging ol the pfcprietary ATtT Yacc Am'iQa 
vers'ort 1 Oa, indude* sot^e. AuJior Sob Cofbett, 
ATinja port by Erjc Green 

Fftdnifl Disk 300 

&4ier£dio A neat pro^zm lo be L$ed Hftci Peded SoxKi- 
like audio 6^it&i mat gerteriies LiVt aud* etlKts. 
irdudir^ Echos. Deep Voice. SqueaMy Voice. Many 
Peopte.U-M-MaxHeadrDoaandmucfinoiiB. 3^tary 
only. Author. Kevin K^ 

TACL An advertiuia player lor ganeswriaenwifi The 
AdventiT? Ccnslnjoon Langtdga, a cocuaaioiat 
Qompuier language . tndLHjes twtt ssnqte gttmes; one s 
lent^rify and tty? ctTe- tS te)1^i(*it. Bnstfy Oflly. pbt 
De TACl soi/ce code tha: was uj«J to wnte fie gfi^ 
jdvtruuie Author; Ke«n J(e*ii and Rhett Rodowald 

TmOm A simpte scr^ tang-jage proQrant iorgeneratrng 

«enicafy era wing tde sejuen^s Ki any ter« «id up ID 
SOOlineslonB, Good tor video produdon. Version U, 
binary only. Ailhor: Kevin Kekn 

XenoZap A^^<ha#i^(60JSwB^dB&t W Kl$ntP'ifc^iiiiin^ 
<Ssat£tig i« Xptt vims in al eacuIaUe flei that it 
iindi VQrsian1J).incljdessoutsic?Moduia'2.Ajir)or 
Kevin Keht 

Fr«d Rah Male aot 

Aquaftjn A proeoniersear^wigirYougrii^wcia) database 
containkng iniormaJiort about tfw oontefti of Sw tfenry, 
in order to find programj ihat majctt a specified G« of 
corHJtsortt. lnd-jdesadatabaMOfd«ksv300,anda 
progran to add the contents of future dsks so the 
datatase. Eiriaryonty.Abihof: BLerinartClsson 

fflj b A ready -Eo-use hbrary lo perf txri vanouS mari piiat>ors 
on IFF liles. Includes a sajTipte IFF viewer arxl a utility to 
save the (rorvt saeen as an iFF his. This is version t6.l , 
an update to version tSJ on *sk 1 73, and inciudes a 
coupse ol bug hes and sorre new feata-es. Brary only, 
Author Din Stan A Weber 

UediiUpdsta Ths is a paitaf update to i?ie £.5d version of 

Uedii on disk 296. It ir^udes on(y flw UES escecutaWe. 
whicf! has f-ad ps::^ies d' frcugh d4 applied. Disk 2&G 
!S siio Tieeded tor a cam pJete Uedi shareware 
distribvDon Bir^a.^ orJy. Au'Jw: RickSfiles 

FrwiniJiKik3Q2 

Chop A program whch uses a hotkey to chop a dufiaiyed 

screen down id a temporary maidmuii «i 4 pisnei in lo- 
res or 2 f^anes in h^res. alcwng tit ptooessor U 
speed access 10 ch^tneiDory. Ortytwdispfayfld 
icreen Q aHected, the program paintno ihe sffeen 
contnjcs to work with t% Ul cstsr pdeosi VntafxiQ 
the screen pus e^rything hack fonormaL Version 1X, 
bdWy only- Auto^ Nioo FianOM 

OttfcTili Acateft3eprog:ant,f)«*:»Mto'atdiAi3?,«ti^ 
plays ^gtfind soinl samples when you insert or 
r«mov«aBoppydsk. Saapltt an saved as IFF sound 
ia«3L Veoion 1 A bnvyoriy. AuW: Kco Francos 

MiscUUs Some smal sound and screen hachs. inckjdes source In 
C Author: Jtrii Tytwghein 

PPMore Anccheflhore'HteuAly. TM one reads lexiliiestfiat 
have been cAXiclied v«th Po«rf'ackjer, thus sawing 
space at fie s^gfn enperse cf sxie ine :o uncveh 
!he tert. Ve-sioo 1.3. bnsy crJy. Al'^^gt fiico f rartcois 

FrogUtfs Somemlsoetlaneouspro9rarnminguti!Jtiesand 

eiampies. inciudfes soirte inassemUy code. Ajjthon 
JorrtTyberohoin 

OuidiiHelp A utjity that helps you make and display your own hel^ 
r^es for commands. Disk spaoe usage is nmmijod by 
ustng Power Packer to cmnch ihe help files. Version i .2. 
bnary or^y. Author: Joml Tyberghein 
A "Soko-Ban" iiite shareware game, submcted. by the 
auihor. Indudes boin Ervg&sh and German versions, a 
levei edilbr, and 6gfliie6 sounds. Ths is version 1.1 . 
binary only. Author TobasEdten 
A progrsn ihat helps yoj assemble programs on a boot 
(*sk8ndstan^eminauserlTie^tfyway. Version 25 
binary onfy, Author: Hco Francois 

TurbohUndol A last marxlebrot program, written in a mix of C 
and^sembiy^uage. You can seied belNeen u«ng 
Aoa^'ig point or rteger ^0Jsatx\. Ofier tottum 
ind'jde a liil imuitiun injerface. cycung capaUttss, 
eoensive coior cortr?^. a user de&:a£^ itaratjon depth. 
Uy iapleiTierl^ zoon, a 3-0 dspiay mode, support br 
O&ihaftirite as weQ a^ Ir.edaii^ and hires, IFF load 
■fid saiie. accuracy soicctJors. ^id anofft. Ver»oniJO, 
indudessotfoeinssseRtiyindC.Autvr: Uamoet 
Phtip 
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CPU ApfograTHocxmputamandeJbrotswatfieCominows 
Pc'eUiS] Mei:^. as described in ^e book 'The Scence 
cf Fracsi hiages' by K, 0. P^eSgenand D. Sa^ie. it is 

used to make S-dbTension^ pcsifes of the mandel^irDt 



se!. This is a bttift mode type program so several 
images can be g«nerated, cne a/ter the otiier, wthoi^ 
any human Irteracbort, Indudes xxfzie. Aiidxr: Lars 
C^usen 

DE.M A program to oompuismanWbnn lite lit OiHanca 
Estftvaior Me:hod. » deserted In teboA The 
Sdenco ol Fiaciatlmaget' by H. 0. Pjeigen and 0. 
Saupe. li is us«d to make high resolution btack-and- 
wtvje irragef, Thii is ft budimodl type program SO 
5ev«'3l rfi^lDt can be generated, one after tw odier, 
wifioutinyruniniftterictioa IncideSfduce-Autrigr: 
LarsCttusen 

Derrson Thtsprograra intptemem fie Demons ceBdar 

automasyi as deserted in the August, igS, esue of 
Soerefic Ajiiencan. Using exsrmidtf sicMA niesl 
exh^srathsfoottiptex behaviour, Indludsssotfce. 
Authcr; Lars Clausen 

Fffl Icons A pro^'am so scan through afi f les m a g,vcn ^.-dume or 
dirodo^y, tookirg lor project icons and c^angln9 their 
defaiit tods accordrig to inshx^ons Qi<>«ri m a scrip! 
FJe. Version: 1,2, ind'udes source. Author: LarsCiauser 

IceFrac A (raciaJ generaior using the DitlusionLkniied 

Aggregation algofithm. as described in ttve boolt The 
Beauty of F^at^ Images'. Ths is verson 2.1 and 
indudeswuroe.Autfwr: Lars Clausen 

Rocket Anrther|;M3graniinthBlongiifadiionc*sc.-eenhad;s, 
This one z^eroes in on you mouse pointer, B-naryorily. 
Airthor; Lars Clausen 

ScreeftlapA iMty Iha: krtiiy renoves screens 9nd windows from 
your systen. Useful to get nd o( lombiie screens or 
windows thai hive been feft around by aborted or buggy 
progran^S- Ths 4 version la and mciuOes source. 
kxrtr Lars Ctauseri 

SnowFal Ano'Jier pro-am in the bng traction of screen hacks tar 
the anija. Watefi tfis sricw Eai. ge: btfiiti aiouid by fie 
wirid, and coAednreai.stk: neaps. Sndides sounoe, 
At/hor: Lsrs Oausen 

Cfcies A ctrties paiem gen«Qtor. reminisoeni ol on« of ft* 
early A-r.i^a dCTos. Verscn l ^. rckides soLfce in C. 
ALthor Joel Stank 

DocSpil Aprograrrtospi^tihel.aautodooSesiniOinciHdUll 
subroutine £ies, OnefieiscnsatedtBreKhfijbrautine. 
wit) ffs nme crtaied by appendng ' Jloo* to fie 
sutnuiinenMiie, Version li), indudes source. Aufior: 
JoefSwii* 

Gears ApFograraiocetaiateanddsfi'aythegea.'sofa 

mUtapeed blcycte. Woriis br bicycles with 3 ts 21 gear 
oombinaioni. Verwi ^.1, incWes source Author: Jdei 

IRA Allows easy cakulationti future values of investiiiam. 
Enter fre begrming investment value, arewjf 
percentage rate, annual deposit amocnt, and number d 
yaars, to compute the lutiire value. Version 10. indudes 
source. Aiahcr : Jcjet Swank 

Li nes A cokx* line pattern geriorator., adapted from Mac^e, 
Version 1 .1.. indudes source. Audior: Joel Swaiiik 

Meant 8 Two cuSlam go f courses tor Mean 1 8. Author; Joel 
Swank 

Multjc Formats a i^ngte cdumn of tr^t inlo miitpte side by 
sidscduT^ni. indudes Souce. Author: JbelS^ank 

PageCnt Coi^s and dspbys tie number otlonn feeds in a file, 
along wi9i the iengtidflv torment ine. VeniorjijD. 
ndudes source. Aohor Joet Swarfc 

Skei AsfcaiatonwoddencltappficafonfiiatmakeswTtlhg 

workbench prograntt easier. Piovidesiot^nes tor main, 
i nit< a l i a i l ) o n and teffliinaiiori, gadget and menu tb^Jngi, 
argunefii processing , help window, about requester, etc 
Verson t. Lid jdes source. kMo: Joel Swahk 

SuperRetLab Pnmi return addesslab«b Snip on vngte-wide 
IS inch by 7/1 & inch label stodt Can pmt up to 5 fines 
partabeL Verscnl.i.ndudes source. Aufnr Joel 
Swarfc 

VerUy Walks a dredocyhienfchyriidngalSes, reporting 
any Sestwtcvit b«ec«r«(r lead, ^fer^on U 
indifdes source: Autior: joeiSwaric 

ftfflPstiDfikM 

Fenstar A program iitiich cart opertt on windoiit owned by 
ar^aher program . to cfese Own, dian^i their size, 
relreshgrtgtts. move the window to the background. 
tic. This is version 2,t. an upcaieiQversjon 10 ortcSsk 
298, bidudai source. Author: RogsrFlsdin 

Lhwarp A program which wfl read t-BCkS(Sied(y bom yoi/ 
floppy di£i(, compress aier^iusmg adapbve bul&Ran 
encodhg, and output ihem to a Rie. T])e resutling fae 
can be used by liMrp 10 reconstruct an image of the 
original disit. Tliisis version 1,20. an update lo version 
1 ,03 on diik 295. New features include much faster 
ram pressioa decompression, a32WCRC,andtwo 
additional compression methods. Binary only. Author: 
Jonathan Forbes 

Wadtie A \«rsasie ti'macr^key mrtiasor based on POPCfJ wiSi 
a unique method o! 'screen-blanking', I won1 say more, 
just try iti This is version 1 .4, an update to version 1 .1 
fram(isK267, Indudes Sies to worii »Kth laJfiSl WShel 
and the new ivever' keyword, Indudes source. Author: 
TomasRoiucki 

Obsess Obsess-OJilabcisarBat-tmepimiegaMBkeTetni 
where ihe oOied is 10 f Jt fie fattf^ peces Sogether 10 
torrn compter horizortai rows. Features Such as 
b^xnmg, explodng, and awistti peoet enhance garre 
play. Other leaiurBS sudi as i puStepfeoe editor are 
induded in lie vetson cvalatte dredly frorn the auTisr. 
This isnerwn 1.0. tfareware. birary onfy. Author 
Wayne l^«fB 

Pffont Prir^atampteoleiCh tort iron the lonts:drectory. 
Draws one ine of each lort on a custom hires screen, 
whidtcan be piinM. Version u. indudes source. 
Atlhor Joel Swar* 

Revers Plays the dass^aJ reversi Qame on an S x 3 squire ieid. 
Vtfsicf 2.t an update to vernorv 1 2 on disk 245. 
lid uoes source sn assembly language. Auton toe 
FiSC^r 
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. AMIGA CHIPS, PARTS & UPGRADES - 



MUGA 

KlTi tfflia U k'H iW il ;I.H Neu l MEG. 'FATTER Agnus (#8372) Hi-Rcs chip allows users more 
"chip" mcmor>' for uic in GRAPHICS, MUSIC OR VIDEO. This >lu^ in" upgrade is an absolute 
must for Amiga owners. Price is S9SM including step by step, 10 roinuic installation xrrsuvcions. 



f[M I f HlUaHtf H tM ^1 »« A50 l/SQl -5 1 2K RAM Boaid/Clocfc for A500-S109.50 with instructions. 
KICKS TART V].3 ROM upgrade -$27,95 with insimctions. 
AMIGA MEMORIES; 6Sa2(J/33-S139^0 6S030-CALL 68881/20-$ 104.95 
256 X 4/100-51030 41 256 (all spceds}-C ALL 



R! JfHLl nWttffttoiitHRia iusi released boolclci modeled after the successful Commodore 
Diagnostician. Finds faulty chips in minuics. saves money & downtime. Also coni^ns Schematics. 
Anniga theory, and much more, (48 pages) $9.95 plus Si postage. 



• \Vi: .STOCK ALL AMICA (AM) COMMOUORKJ CHIPS AT SUPER LOU PRICES • 






l-SOO-292-7445 
Prices subject to change 



. send e-or catalog 01= exclusive productts • 

the: grape vink group, inc. 

35charloitedr1ve 

wesley hills, ny 10977 

• Wc shift vnTridtt id t • 



^^^^ pSt^ 



(914) 354^448 

FAX (914) 354-6696 

Deakf pricing available 



Circle 147 on Reader Service card. 



Sp«;eLDS A eauhase o^r^anrig daa hsr an of 1^e man retiiod 
space missions of ihe Umied Stales and the So^>et 
Lk>on that were retaied 10 tie devdiGpcneni of manned 
^ce e^. from the be(>nrwig of tie spKe age 10 fiB 
present (36S missiors}, fisted in chronological order. 
indudes an AtkigaSASC prograa )o owipUtfethe 
database. Version ii4, binary ort^.^trihon Gene 



Fr>d nth Milt ^ 

Liio Anew wwn of Tem«'s lj*e game. Ths version 
indudes a new fotus option, an option 10 perform 
catol)iorawifi1t« processor larter fian fie ULner^ 
andacoi^ofofiermmordwiges. TNsis an update 
to ttw versMn on disii 1 3 1 , ind udes source. Author : 
TonasRdddiJ 

RejaPl^ctA toary of C fundkms useU br identilc pkwing on the 
Ain^a, The library d Lattice Campat)bl«.Contsut 
pltMngi, Ihree (tmentionsl ploBAg, in rtdenmon, bg* 
log ptoibng and ffliApit eubpeget are « few of Pf pkK s 
iBiijres. The plots can be displayed on a monUor or 
santtoagropnies He lor subsequent prmng. Ths is 
RewPJPki* Yersffln0,3, an updaie to Pipiot verson i ,00 
on (fsie K2. New ieatures indude an AReu inii^ce , 
suppod for IFF output, support for PcflScript cutpiA 
support tor Pr{}fererKes, some new functions, bug fiies. 
and more, Indudes source. Amhor: Torry Ridnrdson., 
Sa,T.uet Paotucci, Gienn Lew.s and Tomas Rotoda 

Tree A very s ill ptfl directory trot) traver sai pnjgnm, wrtiien 
pr^n^^'ii yasanajdtocreatngzoo ardiivet and ifk 
bacjojf^ Has optont to exdude certain drectonet or 
ReswHhspKitlceitsnsionk Indudes source. Aufior: 
Tomas RoldekJ 

l^ftdRshlMikaoT 

Diss iDer.05 Def:io of Wi(S Sample Wrench, which provides 
pf3 sample edijog leati/es fcr owners ot musical 
samplers. Verscn i ,1 , bnarjf onl^. Author Jel GUI 

FieiO A dtSk based sha-tid library 10 ma^ fill 

easy for ioad rti sa^e rout'fm u^,'^ in I 
jnisrtaoe. Ths n Mersion 1 .5, and update 10 tie version 
on disk 2S7. Now indudes tie abiity 10 Mtod oHltpie 
BeoiBiesandfaes some bugs *^ the 1.4 irertian. 
ansiyorty.AutMr: R.J.liic^JgirGiaitandJmFie(e 

5»)p OoeuaeMsiionandinierfaalbraryfaranlFFfORM 
'SAMP'.t&btsaopledmnJflekimia thsbtnat 
atews moie fitn one wevetom per ocitve, and fie 
lengths d AerM iiMionu do nol htve to be (adors 
tf 2. mdudes « utty tooonwt 8SVX flestoSAMP 
formal Version 1jO. binary orty. Author: MGM 

FffdRaffPiih3« 

FReq A general purpose ifte nquesMr. which was desijnei] to 
be easy to use aid last, with a bw^-in ARew pon 
iftMing you to use 4 tram AReit serf ts or applications 
witi Afi&a port*. Vision 1 .0. Israry onJy. futttr. 
Jeffrey D, Wahaus 

Soe^vShare A ii/irj and sl^pooc programs t^at et^abie 

appttcatons & open up wmdows on ettw applcatons' 
eustom screws. For example, your editor may want lo 
open a window on your temilial emilitDr's screen so 
you can compose a message whie stM being abte to see 
the contents ot m lee miiars screen, Boih applications 
miust cooperate for the screen sharing lo work. Tf^s is 
version t.2t, an update to vwsion 1,2 on cis* 246, 
indudK souce for iniertace portions, Aujhor: WJIy 
Ijngeveid 

StarQianker A screen blanker )hai replaces your dspiay with 
a randomly chosen anmaiidstirfieid. Versait.00. 
indudes sane in UodUa-t Auttor Chris Baey 

Vti VLTisbaihaVTiOOenUaiorandaTel(irart((40i4 
plus subset of ^tOS) emiiiior, o^pen^ n use at SLAC 
(Stanford bnearAcce^erasorCerterj, AKhoughEhe 
VT100 pan was originally based on Davti Weckpf e[ al.'s 
VTi 00. many en ha n ce men ts were made. Feati/es 
fOudeused ARP. an ARes pot XMOOEM 1 rCCRC 
and Kermit prottools. support for additional senai ports, 
ejdernal fie trxtster protocols (XPflJ, a "tfwT mode, and 
scroibaek review ti^ory butor. I comes in hra viniont. 
onewiSTTeksronixentiafoaandonewifioui The 
T«l«ona emtiaion a&ows saving IFF Met, PdtlSenpt 
Bsi^ vd printing bifnaps lo ^ prnter. JHt is ^wrMn 
4X2S, an update (0 version 4,226 on (fiiJt 2S7. The 



mapr changtt tor ttS update 9 a lewnie of the 
Tektionii efnJtfion to Support aftnost aB of the 
TetomrnitOS escape se^^ences. Binary only. 
Aufw: WOy Ungeveid 

FmlflriiDtfi.afl9 

IM Abir^ng (gibe) Or^buUer. Takes a tardad '.*d 
(fcnion deinition} ■etndgewiies a bt6pq Hifaiy 
lor tie lintionsdflftied in fiv'Jd Be. Version IJ an 
i9«Ui lofie vtrtion reiMsedwiti midib on dsk S7. 
Binary orly. Ai,tfior. 81 Banm 

Csft Vers>aA4J»aotacstilk&shelldBrtvedkQmMan 
&lon'sshel.vBrson2J)7. Ttaisaanupdatitt 
v«r»naJ03ion(fisii223. OtangeshdudeARP 
padent (mjdtng, mptoved seartit? oonifliaf^ some 



Eug fixes, and an ARexx port hdUles soifoe. 

Author: li^Odlon, Steve Draw. CarfoBorreo.Cesare 
mi 
SKsh Altih«etf)ellQrt)eAmioa. Someofiislsattfes 
irichide »miAihdsubititu6Qi% shflj fiiicteris with 

parameters, aii^es. focal variabte, focaf tinctens, 
local aJas^, powerful eontroi structures a.'XJ :ests, 
emacs style tne eiting and hisfory funcficns. 10 
r«^ectbn, pipes, la?ge variety of btsS-ir^ commapds, 
Unix style w^dcards, Unix style filename convesitions. 
filename com piston, and coe)tistence v^ith scr^^ IroiT 
other sheSs. Very wet documeded, Verson i .3. an 
update » version t .2 ori disK 29i , Binary only. Author 
Steve Koran 

I^FUhDIltaifl 

Mon A macNne code moniior,'debugger program tor [he 
Amiga which is re-^tfant and can be made residenL 
TKs rs vision 124, brary only. Aufior: TimoBoiSi 

UUCP Animplemeniaton(rfuucpformeAinga.nc)uding 
mal and news, Th^is Matts version 1.00 for t« 
Amiga, b^ed on VMam LiAus's Aoigv UUCP 0.40 
reieaie with neM« code ton i^ OBJ release, and 
months of wdl, by Uitt Oflonio mate faes and add 
rihancsmetts. Indbdeinutce. Author Varfous, 
mapr erha<icenienil by MM Dion 

ToaeC<3r*r!ued..... 

\n Con^f'js'on 
To the best of our krc. t . - -% ^a;$fiais m ttiis 

library are ' 't - .. ■ ..".5 This means 

mey wers ■: :, : ■ " : . ::s:§d arc piaced in 
the 0J3 c iz-n ' Zi M ' aj'.hors, or ihey 
have 'ss: ' : : :- s C-..3' r e: ^ *.-e r f :ts to 
ViKzT. -fse "ave 3C"S'ec /you C'ecame 
aware of any vio^aiion of the authors' wishes. 
pjease cortac: us t)y mail. 

IMPORTANT NOTtCEl 

This fist is Qomon^ ar:d published as a servce to the 
Commodore Ami^ga community for 
informatrona' pL;rposes only, ft5 use is 
restricted to non-commercral groups only I 
An/ c^uplioation for commercial purposes is 
stridty lorbidderi. As a pan of Amazir^g 
Coflfv puling''**, tinis list is inherently capy- 
righted. Any infrihgement on this proprietary 
copyright withotJi exp'essed wrinen pe:?Ttis* 
sion of the publishers will incur the full force 
of legal actions. 

Any nonK;ommercial Amiga usef group wshlng to du- 
plicaie thts list shoulc contact: 

PiM Pu&ications, Inc. 
P.O,8ox 8S9 

Fa]lR.ver,MAQ2722 

PiM Pubticatjons Inc. is extre^tieljr irttertstsd in helpirg 
any Amiga u^f grot;ps in norvcenvnwcial 
support for ttte Amiga. 



For PDS ortiers, please use form on page 96 
Visa and MasterCard is available on orders of $20.00 or more. 
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Two Great New Ways to SAVE 
on the Original Amiga Monthly Resource 



Complete Today, or Telephone 1-800-345-3560 



Name 

Address 



City 

Charge my DVisa UMC #_ 
Expiration Date 



State 



_Zip_ 



_ Signature, 



m w * 


I 


[MasterCard 


j 


L i^ ^ 


■ 



V/SA. 



Please circle if this is a New Subscription or a Renewal 

PROPER ADDRESS REQUIRED. !n order to expedite and guarantee your order, all large Public Dcmain Software orders, as wel! as most Sack 
issue orders, are shipped by United Farce! Service. UPS requires that afl packages be addressed to a street address tor correct delivery. 
PAYMEI^S BY CHECK. All payments made by check or money order must be In US furrds drawn on a US bank. 



All Charges are subject to a 520.00 
miniinum (charges under S 20.00 
wiU receh'e a S2.00 ser\'ice charge). 



One Year 

Of 
Amazing! 


Our regular subscription now includes 12 monthly issues of Q 
Amazing Computing plus the Spring edition of AC GUIDE^W<24 [] 

D 


S28.(K1 i:.s 

S* i.(K) Foreign Surface 

S36.00 Canada and Mexico 


Our 

New 
SuperSub! 


12 monthly issues of Amazing Computing PLIJS AOGlWE^flGA D 

3 Product Guides! Spring, Fall, and Winter! A savings of $32.25 off the D 
newsstand price. The Product Guides alone retail for S6.95 each D 


S36.()0 U.S 

S 5 2.00 Foreign Surface 

Si LOO Canada and Mexico 



Please circle anv additional choices below; 



(Domestic and Foreign air mail rates available on request) 



Back Issues: $5.00 each US, $6.00 each Canada and Mexico, $7.00 each Foreign Surface. 
V1.1 VI .2 V1.3 V1.4 V1.5 V1.6 V1.7 VI .8 Vl.9 V2,1 V2.2 V2.3 V2.4 V2.5 \f2% V2.7 V2.8 
V2.9 V2.10 V2.11 V2.12 V3.1 V3.2 V3.3 V3,4 V3.5 V3,6 V3.7 V3,8 V3,9 V3.10 V3.11 V3.12 V4J 
V4.2 V4.3 V4.4 V4.5 V4.6 V4.7 V4.8 V4,9 V4.10 V4.11 V4.12 V5.1 V5.2 

Back Issue Volumes: Volume i -$19.95" Volume 2-$29.925* Volume 3-$29.95' Volume 4-$29.95" 
'All volume orders miist include postage and handling charges; $4.00 each US, $7.50 each set Canada and Mexico, and 

$10.00 each set for foreign surface orders. Afrmai! rates available. 
Freely Distributable Software: 

Subscriber Special (yes, even the new ones!) 

1 to 9 disks $6.00 each 

1 to 49 disks $5.00 each 

50 to 100 disk $4.00 each 

1 00 or more disks $3.00 each 

S7.00 each for non subscribers (three disk minimum on all foreign orders) 

Amazing on Disk: A*' . . .Source & Ustmgs V3.8& V3.9 A#2. . , Source & Us'Jngs V*,4 

A#3, . .Source & Listings V4.5 & V4,6 AH. . .Source & Listings V4.7 A V4.8 

A#5- . .Source i Listings V4.9 A#6. , .Source & Ustings V4 10 & V4.n 

A#7. . .Source & Listings V4.12 & V5.1 A#B. . .Source & Ustings VS.2 & 5.3 



InNOCKulation Dis k: IN # l ... Virus proteclio n 



AMICUS 



13 U 15 16 17 18 19 



20 21 22 23 24 25 26 



Fred 

Fish 

Disks 



1 2 

26 27 

51 52 

76 77 

101 102 

126 127 

151 isa 

176 177 

201 2(S 

22S 227 

251 252 

276 277 

30: 302 



3 4 £ 

2S £9 30 

53 54 55 

78 79 NA 

103 104 105 

123 129 130 

153 154 155 

178 179 180 

£03 204 205 

228 229 230 

253 254 255 

m 279 280 

3C3 3^ 305 



6 7 

31 32 

56 NA 

51 82 

106 107 

131 132 

156 157 

181 182 

206 207 

231 232 

256 257 

281 282 

306 307 



S 9 

33 31 

58 59 

83 84 

108 109 

133 134 

158 159 

183 184 

20e 20S 

233 234 

258 259 

233 284 

30e 309 



10 11 

35 36 

60 61 

85 36 

110 111 

1^ 136 

160 161 

185 186 

210 211 

235 236 

260 261 

285 286 

310 311 



12 13 14 

37 38 39 

62 63 54 

NA 88 89 

112 113 114 

137 138 139 

IK 163 154 

137 18a 189 

212 213 214 

237 238 239 

262 263 264 

287 283 239 

312 313 314 



15 16 

40 41 

65 66 

90 91 

115 116 

140 141 

165 166 

190 191 

215 216 

240 241 

255 266 

290 291 

315 316 



17 18 

42 43 

67 68 

92 93 

117 118 

142 143 

167 168 

192 193 

217 218 

242 243 

267 268 

292 293 

317 318 



19 20 21 

44 45 46 

69 70 71 

94 95 96 

119 120 121 

144 145 146 

169 170 171 

194 195 196 

219 220 221 

244 245 246 

2S 270 271 

294 295 296 

319 320 



22 23 

47 48 

72 73 

97 38 

m 123 

147 148 

172 173 

197 198 

222 223 

247 248 

272 273 

297 298 



24 25 

49 50 

74 75 

99 100 

124 125 

149 ISO 

174 175 

199 200 

224 225 

249 250 

274 275 

299 300 



[NA Denotes disks rerrraved from the collection) 



Subscription; S_ 



Back Issues: S 



PDS Disks: 



Total: 



$_ 



Please complete this form and 
mail with check, money order or 
credit card information to: 

PiM Publications, Inc. 

P.O. Box 869 

Fall River, MA 02722-0869 
Please allow 4 to 6 weeks for delivery 






The Wait is Over 

Finally a True Amiga to Amiga Network has Arrived 
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AMIGANET 



The Most Powerful Network on any PC 
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* Amiganet (Physical). 

* Any other physical. r 

* Logical connection on shared hard 
disks, floppies, printers, serial and 
parallel ports. 






'•r^SJM^^ 






^ Ethernet Version 2 compatible. 
Fully compliant with IEEE 
802.3 Standard Types A and B. 

+ 10 Mega Baud transfer rate | 
up to 64K Buffer memory. 

* DMA Sequencer with a 16 
MegaByte address range. 

* DMA addressing directly to 
Chip and Fast RAM. p 

-^ 16 Bit Data Path. 

* Every Amiga on AMIGANET 
may be a client as well as a 



server. 



* Allow inter-computer 
communications with Data and 
resource sharing. ' 
(Share Hard Disk, Floppies, ' 

; RAM disk. Serial Ports, 
I Parallel Ports, Printers etc. - 
I as if they were physically 
attached locally!!) 

* Send Messages to another user 
^ * Run programs on remote , 



^ system. 
* Excellent recovery from actual 
disconnection and crashes on* 



«x?_"*T>v_-Tv:^»» 



remote Amiga s. 

* Ability to know who is active 
on the NetWork. 

% Simple installation. 

* Cables and connector included. 



Software 
Included 






RCS Management 
2075 University Street, suite 1712, Montreal, QC. Canada H3A 2L1 TEL:(514) 288-7825 FAX:(5 14)845- 1472 

Etealers inquiries welcome (ask for: Suresh or Katherine) 



Amigj IS a Iratitrmark of Commodore Bu^inc^*i Machine. Inc. 
Amic3Jicl i^i a trademark of H>dra Sy^tvn^s Ltd. 







Simply The Best 
Amiga Hard Drive. 



Before you buy a hard drive, look around. Look closely. Compare speeds, but also look at Interfaces.. .Software... Value, 
We think you'll agree that SupraDrives are Simply The Best Amiga Hard Drives. Here's why ... 

Breakthrough Speed. 

SupraDrives give you access times as low as 1 1 ms. and data transfer 
speeds of over 560K/sec. (Amiga® 2000) or 500K/sec. (Amiga 500). 
Features like full support of Workbench™ 
1 .3, the Fast File System (FFS), and 
multitasking make these drives FLY, 




SLTPRADRIVE 
HARD CARD 

FOR AMIGA 2000 

with revolutionary new 
WORDSYNC^ INTERFACE 



Each SupraDrive for the A500/A2000: 

Autoboots directly from FFS partition • 
Interface allows super smooth video, 
sound, etc., with no rude interruptions 
for hard drive access * Compatible 
with Bridgeboard™, RAM, digitizers, 
other boards • Supports MS-DOS disk 
partitions with Bridgeboards • Installs 
easily • Pre-formatted & ready to use 

• Includes 2 floppy disks of software & 
clear, thorough manual • Fine tuned 
assembly language driver software • 
Blind data transfers improve speed 3x 

• Knowledgeable tech support • 
Interfaces also available separately 



SUPRADRIVE 
FOR AMIGA 500 

with AMIGA BUS PASS-THROUGH 

for unlimited expansion • 

OPTIONAL 2MB RAM 



"^5|5 ! 




AH Supra Products 
Are Made in the U.S.A. 



VffitH l.li M Iffl S.^* Uff. 
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State-of-the-Art Interfaces. 

Supra's interfaces (included with every 
SupraDrive) give you innovative features 
no one else can match. The revolution- 
ary WordSync^^' Interface transfers 16 
bits at once, which gives A2000 Supra- 
Drives DMA speed without DMA hassle. 
The A500 interface passes the Anniga 
bus signal through to your other peripherals; 
without Amiga bus pass-through, your system 
is severely limited. And all Supra interfaces 
feature SCSI ports for easy daisy-chaining. 

The Best Software. 

After installing the drive, you'll be glad you 
have Supra's full array of powerful, easy-to- 
use software. SupraFormat makes formatting 
a breeze and lets you use up to 30 partitions 
and various fife systems — FFS, MS-DOS®, 
Unix, Macintosh™, and more! SupraEdit 
lets you access low-levei Amiga system 
information, and other included programs 
make using a hard disk fun and easy. 

Irresistible Value. 

All this is available at a price you'll love. 
Look into it! Only Supra Corporation — 
an experienced company with a proven 
commitment to the Amiga and its poten- 
tial — gives you such an attractive 
alternative: The SupraDrive. It's 
Simply The Best Amiga Hard Drive. 

Ask your dealer for details, or call: 

Supra Corporation 



1 1 33 Commercial Way Albany, OR 97321 503-967-9075 
ORDERS: 1-800-727-8772 



SupraFormat ^ 



>ya {t)mi Sgr^Cir?. trCiiA*. llr^h.v t killir fcrt* 




SupraEdit^' 




Included Software 



SupraDrive, WordSync, SupraFormat, and SupraEdit are trademarf<s of Supra Corp. Amiga is a registered trademark and Workbench is a 
trademark of Commodore-Amiga, Inc. MS-DOS is a registered trademark of Microsoft Corp, Macintosh is a trademark of Apple Computer. 

ClrQJe 126 on Reader Service cerd. 



